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So whatll it be? Shooting hoops with 
a bunch ofnobodies. Or playing with the 
baddest of the NBA's big boys. 

Get real. Itis Lakers vs. Celtics & the 
NBA* Playoffs'every time. 

The only Sega’Genesis'game with 
real NBA teams-19901s eight playoff 
contenders plus the East and Vlfest All Stars. 

The only one with real players. Jordan, 

Chambers, Robinson, Isiah, The Mailman, Ewing, and 

114 other household names. 

For unbeatable five on five action. 

The only one with real signature moves, too. The 
slams, jams, and three pointers that made the stars 

famous. _ 

Even real stats from the 1990 


8 


ti And a half-time 
sports show. 

In other words, action s 
big and intense as basketball itself. 

Big sound. Intense graphics. Killer animation. For one 
or two players. 

You think you can find this level of play anywhere 
else? Come on, get real. 




Rule the court. Full-court action with 
everything from fouls to fast breaks. All to 
the tune of a sizzling stereo soundtrack. 







Jordan’s Air Show. 

Find out what life's 
like above the rim. 
























Find out what hot and not in 
1990! EGM names the best and 
worst of the year, along with other 
topics that made 1990 the best 
year in gaming ever! 



The Express is first once again 
with first looks at the Genesis CD- 
ROM and an exclusive test drive 
of Nintendo's long-awaited 16-Bit 
Super Famicom in Japan! 



year-end blow-out! Get the specs 
on all the systems and find out 
which are the best and why! 
Must reading for all! 



oo 

The Dark Knight takes on the 
baddest bad guy of all, Joker, in 
the thrilling conclusion of 
SunSoft's blockbuster NES cart, 
Batman! Catch it in Game Over! 


CONTENtS 

THE BEST (AND WORST) OF 1990...12 

EGM sets the record straight with our annual year-end blow-out of everything 
that was good and bad in gaming! From space battles to legal battles, EGM 
takes a honest look at the winners and losers of 1990 to award the prestigeous 
U.S. National Video Game Team Player's Choice Awards. Check out our 
choices for Best System and Best Game of the Year, and much more! The most 
comprehensive awards anywhere, from the only mag that tells it like it is! 

EG EXPRESS.26 

This issue of the Express brings the first look and info on the hotly-rumored 
Genesis CD-ROM player. Check out the incredible capabilities of this latest 
entry into the CD-ROM sweepstakes, and get the low-down on price, games and 
availably! 


EG EXPRESS SPECIAL - HAND'S ON 
WITH THE SUPER FAMICOM.28 


First reported in Electronic Gaming Monthly over a year ago, the Nintendo 
16-Bit super system, known in Japan as the Super Famicom, has finally 
arrived! Our crack team of super editors braved a sixteen hour flight to Tokyo 
to test out the Super Famicom and find out once and for all how powerful this 
machine really is. 

Also, in addition to ripping the Super Famicom apart, EGM brings home tons 
of photos on the games it plays. Look for hot 16-Bit pix of original titles like 
Super Mario World, the latest sequel in the Super Mario saga, this time with 
16-Bit graphics! Also check out arcade conversions from Konami (Gradius 3), 
Capcom (Final Fight, Ghouls and Ghosts 3) and Irem (R-Type 2) to name just 
a few. It's the most complete report on the 16-Bit dream machine of tomorrow 
you've ever seen! 


EGM RATES THE SYSTEMS.34 

Which game systems are the best! Should I buy a new 16-Bit system, or is the 
Nintendo powerful enough to handle my gaming needs? If I do, which next 
generation machine should I choose? 

If you've caught yourself asking these questions, then look no further! The 
gaming champs at EGM are here to set the record straight on all the systems, 
both domestic and Japanese, and give you solid advice on which systems have 
the power and the games that you want to play. 

You get full specs on all the hardware, as well as helpful info on what kind of 
machine will suit your needs best! Must reading for Christmas season! 
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THE HOTTEST YEAR EVER 
FOR ELECTRONIC GAMING 

Video games have come a long way in just one year. 

Besides witnessing Nintendo cement their role as the leader of the industry 
and watch the up-and-coming sixteen bit contenders slug it out for the silver 
and bronze, many other developments have occured that will greatly impact 
our hobby in the months to come. 

First and foremost is the rumor that Nintendo will soon give third-party 
licensees the right to manufacturer their NES compatible game carts as well 
as determine the volume of allocation that any one particular game receives. 
This type of action would undoubtedly open up the doors to a countless 
number of high-quality games that have been passed over in the U.S. due to 
special custom chip sets designed by the respective manufacturer in Japan. 
Konami and SunSoft are just a few of the many companies that have 
designed chips to boost the power of the Nintendo 8-Bit. While an 
announcement from reliable Japanese press sources indicated that Nintendo 
would soon make such a move, Nintendo personally issued a memo to all 
licensees telling them, in effect, not to hold their breath. Realistically, 
however, such a action will most likely take place as production continues to 
shift to the 16-Bit Super Famicom. 

Speaking of the Super Famicom, this 16-Bit mega-monster was recently 
unveiled to the public at the Nintendo Expo in Japan (see page 28 for our 
complete coverage of the Super Fami and the games it plays). While the unit 
is being offered as a dedicated console in Japan, sources close to Nintendo 
have indicated that the American version of the Super Famicom, set for 
release in the fall of 1991, will actually be a peripheral that attaches to the 
underside of the normal NES! This will allow Nintendo to reduce the price of 
the hardware base, which keeping the aging 8-Bit machine viable in the face 
of more advanced systems from Sega and NEC. 

You can count on both Sega and NEC to remain in the running, however, 
with special upgrades of their own. The long-awaited Sega Genesis CD- 
ROM system will finally be shown next spring, enhancing the audio and play 
capabilities of the Genesis ever further than they've been pushed before. 
Sega also has an advanced hand-held system with television capabilities due 
out in Japan this September and in the states next year. NEC, on the other 
hand, will attack with their upscale portable, the Turbo Express. A secret 
company has even developed a hand-held capable of playing the games of 
ALL systems with minor modifications! A truly remarkable machine. 

Yes, 1990 was a great year for gaming. Plenty of games appeared, new 
systems came into their own, and public interest remains high for a hobby 
that has no limitations. Looking ahead there are more peaks and valleys 
waiting, but the brief description of what tomorrow is promising to bring leaves 
me with high expectations of where electronic gaming will be next year and 
ten years after that. 

The Super Famicom SFX, Game Gear, Genesis CD-ROM, Turbo Express, 
Lynx 2, Neo-Geo, Konix Multi-System and the hundreds of games they 
promise to play have me looking to 1991 as the best year yet! I can't wait! 

STEVE HARRIS 
Editor 





THE EMPEROR'S 
I PROBLEMS HAVE 

JUST DOUBLED 


The mad emperor Garuda rules the 
capital city. With his army of followers, 
he has constructed a fortress that has 


withstood all armed resistance. 



Uncover hidden weapons 
to increase your power. 


His forces have crushed all op¬ 
position. Yet, he is worried... 

Out from the shadows, two 
figures appear. Moving as si¬ 
lently as ghosts, they stalk the 
war zone. Garuda knows and 
fears these invaders, for they 
are Ninjas- the world's most 
dangerous warriors. 

Join the Ninjas on their mission 
to overthrow the evil emperor 
and destroy his empire from 
within. 


Master the hidden arts of 
Ninjitsu to defeat the enemy. 
Two Ninjas, Two players, 

Too Much! 


mrsuME 

















WE TRY HARDER... 

I love your magazine! You have the 
most up-to-date and informative 
magazine around. For example, I just 
read an article on the FM-Towns in 
the July edition of one of your 
competitors. I read about this 32-Bit 
super system in your magazine 
around October of last year! 
Ironically, your article was more 
informative! 

Aaron Stillman 
High Bridge, NJ 

Your CES coverage for the Genesis 
in issue 13 was outstanding. Your 
competitors just mention the games 
you did, but they didn't show any 
screen shots! Who are they kidding?! 
They should be ashamed of them¬ 
selves for showing up next to EGM in 
the newsstands. They never give info 
on new games or system from Japan 
either, only when a U.S. release 
draws near. Your mag is totally 
addictive! I can’t put it down! 

Quang Hua 

I would like to congratulate you on 
an excellent magazine that blows me 
away! Your issue number 13 nearly 
took my head off! All the games you 
had with pictures really proved to me 
that you are number one! While other 
magazines had two or three pictures 
and two pages of info, you had about 
fifty pages and hundreds of photos! 
Great job! 

Randy Lockwood 
Oneonta, WY 


(ed. Thanks for the 
compliments, guys, 
we 're glad you liked 
what you saw! You 
can always count on 
EGM to go the extra 
mile to bring the whole 
story to our readers, 
whether it's to the CES, 
Japan or Europe, EGM 
will always be on top of 
the breaking stories 
and getting all the 
photos we know you 
want to see! Look for 
another special from 
Japan in this issue's 
EG Express section!) 

WHERE’S THE TURBO?!? 

I've just received EGM Number 13 
and I'm very disappointed. First of all, 
I noticed there was only one Turbo 
game reviewed and that the Turbo 
Champ section was missing. I 
counted about four different games in 
the whole mag for Turbo. Outpost: 
Genesis was 13 pages long and had 
over forty-five games. And you guys 
say that you're not anti-Turbo? What 
propaganda! Is this what you call 
being behind the Turbo? 

Brian Pulignano 

I just subscribed to your magazine 
and got my first issue - Number 13. I 
think you have a great magazine and 
one reason I like it is because it 
covers all the game systems. The 
content of this issue was superb (I’ve 
never seen any of the other mags 
cover so many new titles in one issue) 
but don't cut out the Turbo! 

Brett Lustig 
Plymouth, Ml 

I would like to know if you are anti- 
Turbo, because now you've taken 
away the Turbo Champ section in 
issue 13. I think it isn't fair to the 
Turbo because on the cover of the 
mag you say you review Turbo 
games. Why do you hate the Turbo 
so much? 

Jimmy Quan 
Brooklyn, NY 

(ed. As Steve Harris stated in issue 
12, EGM is not "against" the Turbo or 


or biased towards any other game 
system. It was only because of the 
great number of games at the CES 
they we deleted the Turbo section 
(along with the hand-helds). If you 
look at the following issue, as well as 
the Buyer's Guide you now hold, you 
will see dozens of new Turbo games 
that NEC has provided to us. In fact, 
nearly 25% of the editorial content in 
issue 14 was directed at the Turbo- 
Grafx! We say it again: EGM is 
100% behind the TurboGrafx and 
plan to continue coverage of their 
machine until they decide to stop sell¬ 
ing it!) 

TIP BOOK PROBLEMS? 

I can't believe what I'm hearing! In 
recent issues the subject of a 110 
page hint book included with Phan¬ 
tasy Star 2 has for some reason caus¬ 
ed complaints. What’s the problem? 
If you don't want the book, for sake of 
a good challenge, put the book away 
or throw it out! Just because the 
game comes with a hint book doesn't 
mean you have to use it! 

Jon Bosquette 
South Portland, ME 

I strongly disagree with your opinion 
regarding Sega packing a tip book 
with Phantasy Star 2 and Vermilion. 
Firstly, the tip book is free and helps 
us games feel better about forking 
over 70 bucks. Secondly, most of us 
average gamers would have an extre¬ 
mely difficult, if not impossible, time 
getting through certain dungeons, 
mazes, etc. Lastly, no one is forcing 
people to read the tip book, so your 
game isn't ruined. Sega can decide 
to pack a hint book and disappoint a 
few highly experienced players, or de¬ 
cide not to pack a hint book and have 
their tip lines flooded! 

Wilson Young 
Westchester, PA 

I would like to compliment you on a 
fantastic magazine, however I must 
comment on Gaming Gossip in issue 
13. I don't agree with the way you 
blasted tip books, especially the PS 2 
book. Without it I think PS 2 would 
have been a chore to complete. I am 
in favor of tip books, but I don't have 
an "urge to cheat” as you say; I have 
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an urge to have fun! That is what 
Sega had in mind when they pub¬ 
lished the book. I say let Phantasy 
Star 3 and Vermilion players decide 
for themselves. 

Steve Tanous 
Greenwood, MS 

(ed. We received many letters lately 
regarding the tip books, and most 
players seem to be in favor of them. 
Our only reservations about such 
books being included with the 
purchase of the game are that they 
do allow players to have valuable 
inside information that not only 
decreases the number of playing 
hours, but also enable novice players 
to finish a game before more 
experienced gamers, thus pressuring 
the player who doesn't use the book 
to do the same. While it is true that 
the decision to refer to books like 
these should remain up to the players 
themselves, Sega could temper some 
of these impulses by offering the 
book separately or providing a mail-in 
card that would require at least a few 
weeks time playing solo before the 
answers are given. What do you 
think?) 

16-BIT TURTLES? 

I was lloking at issue 12 and there 
were rumors about Teenage Mutant 
Ninja Turtles on the NES-SFX. Are 
they going to have it, because NES 
has just made Ninja Turtles 2. 

Donald Blakeslee 
Westerville, OH 

Your magazine is one of the best 
video game mags around. It is written 
in detail from beginning to end. Now I 
have a few questions about the Super 
Famicom SFX. Will there be a Ninja 
GaiDen 3 or the arcade Teenage 
Mutant Ninja Turtles? 

S.M.K. 

(ed. Will the heroes in a half shell go 
16-Bit? It appears that they will, but 
not on the Genesis as many people 
believe. Inside sources indicate that 
Konami will follow-up their release of 
TMNT - The Arcade Game on NES, 
with a new coin-op and an all-new 
adventure for the 16-Bit Nintendo!) 


GIVE ME SUPER FAMICOM!!! 

I read your article about the 
impending release of the Nintendo 
16-Bit Famicom in the U.S. with great 
interest. In fact, I've already begun to 
save up for one. 

I would bet that many of your read¬ 
ers would be interested in knowing 
the truth about the Super Famicom. 
Please tell me if the 16-Bit Nintendo 
going to be released here or not? If 
not, I'll buy a Turbo or a Genesis. 

Paul Geldston 
Brooklyn, NY 

Could you tell me when the 16-Bit 
Super Nintendo SFX is to be released 
in the U.S.? Will Super Mario 4 be 
packaged with the system? How 
much will it cost? 

Mike McReynold 
Aurora, IL 



P m a very careful consumer, 
especially when it comes to buying 
video game systems, so I decided to 
buy the Sega Genesis. Then one day 
I read your article on the Super 
Famicom and it almost made me lose 
my head after you said that this was 
the most powerful system created! 
My question is what is Sega going to 
do about this? Will the Sega Genesis 
be another loser when the SFX 
comes out from the fiercely 
competitive world of Nintendoland? 

T.W.Y. 

I have an important question. Does 
Super Mario 4, Zelda 3 and Dragonfly 
come with the Super Famicom 
system? Secondly, I was wondering if 
you could have some screenshots of 
some of the games that have already 
been completed for the Super 
Famicom. 

Jose Ventura 
Washington, D.C. 


After reading your number 13 issue, 
I must say I was thoroughly impress¬ 
ed with your efforts. Your coverage of 
the Tokyo Toy Show was more than 
interesting and the CES coverage 
was excellent! No other mag can 
even come close! I do have some¬ 
thing to ask of you, though. We, as 
gamers, would like to see some more 
info on the SFX (a.k.a. Super Fami¬ 
com) games currently near or at com¬ 
pletion. The plot of Zelda 3 would be 
nice, along with a screen shot of its 
title screen and parts of the game. Al¬ 
so another Super Mario World shot 
would be great. I appreciated your 
coverage of Super Famicomand look 
forward for the coverage to come. 

Ron Young 
Fremont, OH 

(ed. After more than a year of waiting 
for the Super Famicom's release, the 
editors of EGM have finally had 
hand's on tests of this incredible new 
machine. Unveiled to the Japanese 
trade on August 28 in Tokyo, the 
EGM editorial team was in line to pre¬ 
view the machine and the dozen-plus 
games present for the introduction. 

While there was unanimous praise 
for Nintendo's latest hardware coup, it 
was the software that really made this 
system shine! Super Mario World, 
Final Fight, R-Type 2, Gradius 3 and 
other titles had our eyes popping, our 
eyes open and our hands moving to 
overcome the arcade-quality adver¬ 
saries! For our complete report with 
all the hard facts and no wimpy 
rumors directly from Japan, including 
the latest information, photos of all 
the games and our impressions of 
how the market will change when the 
16-Bitter is introduced into the U.S. 
next year, turn to page 28. 

GAMING MAGS IN JAPAN 

I heard that you get information 
from many video game magazines in 
Japan and that your company gets 
these magazines from Japan. How 
could I get some? 

Alan Haberman 
North Lauderdale, FL 

(ed. Stay tuned! We'll visit Japanese 
game mags next issue!) 




The warp zone experiments of the brilliant Dr. Chaos have gone horribly wrong. They've 
unleashed armies of bloodthirsty creatures, trapping him in his remote research facility. 

Now only his brother Michael can rescue him. 

To succeed, Michael must brave a haunted house filled with vicious monsters. Can he 
fight his way through dangerous passageways? Track down the concealed weapons? Find 
the secret vials of strength? And assemble the only weapon powerful enough to defeat 
the ultimate beast, Canbarian? 

■ Thriller graphics 

■ Three different screen patterns 

■ Graphic score pad tracks life force, weapons found, weapons in use \ 

■ Memory capacity saves your score and restarts the game at any point ^ vVu ' 
















Golgo 13™ 

Air wolves and iron tanks? Hey, this dude eats heavy metal 
for breakfast. The man likes to pack a custom M-16, but his 
karate kicks to the chops are just as deadly. He's anybody's 
agent if the price is right; and he's everybody's worst 
nightmare. Golgo 13™ is the secret code for action. Air 
combat anyone? Golgo 13™ takes you right up the tailpipes of 
bellowing bombers, right through the little choppers, and right 
around screaming interceptors. Whether it's crunching karate 
combat, tense underwater tank warfare, or the sizzling laser 
fights in the best mazes in video. Golgo 13™ means action. In 
fact, there's so much action that you'll probably wear down the 
B-button. 



Kid Kool™ 


In a realm that might have been, in a time that could have 
been long ago, or just tomorrow, a good king lies dying. The 
enemies of the north are massing for an attack on his kingdom. 

The good king's sorceror has been searching for magic and 
out of desperation pulls a rockin' rebel from the eighties back in 
time. Kid Kool™ is sent on a quest to help retrieve the seven 
wonder herbs, the only hope to save the king. 




At the break of dawn, the eerie sounds of heavily-laden tanks 
pierce the morning calm. The metallic reflection in the distance 
only proves that the sun is bright, but who is it? 

Are these tanks the armored support you called for, or has the 
red machine broken through? There is little time to react. Should 
you wait till your men are in range, or should you attack them 
now? 

As Commander-in Chief, you've got no time to waste. 



The Mafat Conspiracy™ 

A “StarWars” satellite has been snatched out of earth orbit, 
the inventor of satellite capture technology has disappeared, the 
C.I.A. and the K.G.B. are blaming each other, and the world 
edges toward nuclear oblivion. 

Golgo 13 is back just in time. The Mafat Conspiracy™ is a 
phantasmagora of action and interaction. Your eyeballs will 
stretch from their sockets as you speed through Europe in 
Golgo's Ferrari. Your bones will rattle as you leap across the 
cars on the Orient Express. And if you think you've seen bad 
dudes, wait till you feel the power of Duke Togo's wicked 
karate kick. 

The Mafat Conspiracy™ is for those who demand the very 
best in video games. See it at World of Nintendo, and we'll 
prove it to you! 






















All-Pro Basketball 1 


Bored with simple-minded one-on-one basketball? 
Disappointed that only three men on your team can dribble 
down court? In a foul mood because the guy who made the 
basketball game you bought seems to be using hockey rules? 

If you're a die-hard gym rat who can play the game, and 
expect your competition to be the same way, then it's time to 
play ball because All-Pro Basketball™ has arrived. 

All-Pro is true all-court Five-On-Five basketball complete 
with long-range jumpers, in-your-face stuffs, passes, steals, 
rebounds, fouls, and even a half-time show. 

If you're new to basketball, buy the other games. But if 
you're a real basketball junkie, leave that weak stuff on your 
home court, and let’s get down to the pro game. 



EB 
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Clash at Demonhead™ 

Professor Plum and his designs for the dreaded, 
death-dealing doomsday device, Dead End, are in the clutches 
of the diabolical Lawbreakers-a sinister society dedicated to 
the destruction of mankind. It’s only a matter of time before 
the Dead End Device is assembled and the final countdown to 
global Armageddon begins. 

As Sgt. Billy “Big Bang” Blitz-the youngest and gutsiest 
commando of the Special Assault Brigade for Real 
Emergencies (S.A.B.R.E)-your mission is .to foil the 
Lawbreakers' insidious plot. To accomplish your mission, you 
must find the shortest route to the summit of Demonhead 
Mountain, where the poor professor is being held prisoner. 
Rescue the professor, and you save the world from total 
destruction. But if you should fail... 




Terra Cresta™ 

Bored with action on earth? Sick of hohumming it around 
the neighborhood? Need some excitement in your life? 

Take off into space with Terra Cresta™. You'll be hurled 
in to space and thrown into a fight with the evil forces of 
darkness. Only you can break through the enemy's treachery 
and beat Mandora, the Supreme Commander of the evil that 
awaits. 



GAME BOY GAME BOY GAME BOY GAME BOY GAME BOY GAME BOY GAME BOY 



Daedalian Opus™ 

The ancient land of Daedalus is governed by symmetry and 
time. It is a land, where your progress will be severely tested 
by the challenge of myriad shapes and blocks. It will take the 
art of Daedalus and the power of your mind to solve the 
confounding riddles of the blocks. To be beaten is ordinary, to 
achieve victory is an art. 


VICTOKAI, INC. 


>f VIC TOKAI INC 






















Licensed by Nintendo for play on the 

(Ninten do)^^. 

EnTERTOinmenT 


magic home to your Nintendo ' with the 
ring adventure of Dragon Spirit ™ The 
world is in chaos, the princess has been captured, and the fate 
of the kingdom of Midguhl lies in your hands. Transform into 
the blue dragon and hang on for shooting action wild enough 
to put a blister on your finger. Blast your way through ten lev¬ 
els of super graphics as you acquire an arsenal of weapons 
big enough to challenge the darkest forces of evil. Eleven huge 
s enemies will put your magic to the test and push your 
Nintendo * skills to the limit as you battle for the life of the 
princess. The Spirit of the Dragon must triumph! 













BEST GAME OF 
THE YEAR... 


Segas 

STRIDER 

With its explosive graphics and 
crisp detail, Sega has supported the 
Genesis translation of this arcade 
mega-hit beautifully, retaining all of 
the features that made the game 
such a sensation in the arcades. 
The level of technique in this game 
is outstanding, with multiple worlds 
each filled with their own unique 
challenges and dangers. 

It must be noted that while this 
soft has been evaluated while in 
EPROM form, we believe Strider 
presently is of such high quality that 
it deserves this unique honor of 
being the best of the year. As soon 
as a final ROM is available, we will 
report any changes which may alter 
this opinion. 

BEST GAME OF 
THE YEAR 
(NINTENDO) 

Konami's 
CASTLEVANIA 3 

Konami has consistently topped 
themselves with this series, and in 
part three the game takes on a 
whole new appeal. Not only do we 
get the whip-totin’, monster-sma- 
shin' action of the first game, but we 
get an involving storyline and quest 
that takes a shape-shifting Trevor 
Belmont (an ancestor of Simon) 
across Castlevania for the final (?) 
encounter with Dracula 


BEST GAME OF 
THE YEAR 
(TURBOGRAFX-16) 

NEC'S 

NINJA SPIRIT 

This action title is set to become 
the standard by which all ninja 
games are based in the future. The 
level of intensity is unmatched, with 
multiple weapons, options and 
shadows all coming into play. The 
Bosses animate and fill the screen 
and truly provide a testament to 
what this system can do when 
motivated properly. Ninja Spirit 
stands out from a pack of lackluster 
slash-em-up yarns, and, in the 
process, earns our Turbo Game of 
the Year award. 

BEST HAND¬ 
HELD GAME OF 
THE YEAR 

Atari's BLUE 

LIGHTNING 

While it proved to be nothing 
revolutionary in concept, Blue 
Lightning blew us all away not only 
with the colorful graphics afforded 
by the Lynx, but also with the first 
really effective use of scaling in a 
home system. This function comes 
off great in Blue Lightning, providing 
a real glimpse at just how powerful 
this little unit is. 

BEST 

GRAPHICS IN A 
VIDEO GAME 

Sega's 

STRIDER 

This game wins once again with 
superbly drawn graphics with 
independant background scrolling 
and huge full-screen characters that 
blow everything else away! 



BEST BGM AND 
SOUND IN A 
VIDEO GAME 

NEC's 

Y'S BOOK ONE 
AND TWO 

NEC wins this category again with 
a CD masterpiece that puts all other 
game systems to shame. The 
outstanding use of voice and real 
music from the CD and integrating it 
into the game program itself is 
amazing, and Y's is the first U.S. 
effort to take advantage of all the 
capabilities of CD-ROM. True, CD- 
ROM is priced higher, but with 
incredible games like Y's, the pinch 
in the pocketbook is a little easier to 
live with. Over 24 minutes of voice 
and music tracks highlight this 
outstanding effort. 

BEST VIDEO 
GAME SYSTEM 

sega s GENESIS 

For the second year in a row the 
Genesis gets EGM's top honors as 
the best system on the market. 
While a lack of software mid-year 
threatened to hurt the machine's 
chances of a second system-of-the- 
year honor, Sega has diligently, 
albeit belated, fulfilled their 
promises for new softs. As more 
developers and third-party 
licensees embrace this system, the 
Genesis' prospects for the future 
appear solid despite the fact that 
Nintendo will launch a slightly 
superior system next year. For 
now, however, the Genesis is it! 
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BEST NEW 
SYSTEM OF 
THE YEAR... 


NEC'S 

TURBO EXPRESS 

This powerful pocket system is 
the most remarkable hand-held to 
yet appear, with several amazing 
features that elevate it above the 
rest of the pack. First and foremost 
is the quality of the screen display 
that retains its sharp edge despite 
its small size. The second, and 
more important, feature is the 
Express' ability to play all existing 
TurboGrafx-16 game software. 
This instantly gives the Express the 
largest library on the portable 
scene. The price is steep, but for 
the upscale gamer who wants the 
best, the Turbo Express is the ticket 
to take. 

MOST 

CHALLENGING 
VIDEO GAME 
OF THE YEAR 

Sega's 

PHANTASY STAR 2 

This epic RPG successfully 
follow-up the first game, with new 
lands to conquer and new myster¬ 
ies to solve. The game does get a 
bit drawn out in the middle, but for 
the most part, Star 2 is an awe¬ 
some challenge from beginning to 
end and one of the most complex 
games of the year to finish. Well 
worth it (but ditch the tip book)! 


BEST SPORTS- 
THEMED GAME 

Sega's 

SUPER MONACO GP 


Drivers take on a whole new look 
and feel in this excellent translation 
of the arcade game. Sega's packed 
in all new selections and added a 
world championship mode to 
increase the appeal of the game 
even more! It may not be the most 
conventional of sports, but the 
quality of this game made our 
decision unanamous. 



BEST RPG 
VIDEO GAME 


Y'S BOOK ONE 
AND TWO 


BEST SEQUEL 
TO AN 

EXISTING GAME 

Capcom's 
MEGA MAN 3 

Just as part two one last year’s 
award in this category, the third 
installment lives up to its 
predecessors completely. Eight 
new crazy opponents, in a wide 
variety of worlds, take Mega on and 
the result is great graphics and 
super play. Twist endings and 
more than enough technique with 
new characters like Mega's 
mechanical dog Rush make part 
three a winner! 


With the help of CD technology, 
NEC has packed two full quests 
into one game, and created a 
storyline right out of a best-selling 
fantasy novel. We get to see (and 
hear) the tale of an entire land 
disappearing and then get equipped 
with dozens of different implements 
to aid us in the journey to unlock 
the secrets surrounding the event. 
This game is magnificent from 
beginning to end, blowing away all 
competing RPGs hands-down. 


PERIPHERAL 
OF THE YEAR 

Galoob's 
GAME GENIE 


MOST EXCITING 
NEW THEME 

NEC'S 

BONK'S ADVENTURE 

NEC scored a hit with this card, 
and rightfully so. Bonk's Adventure 
took a conventional side-scrolling 
action theme and improved upon it 
by concentrating on technique as 
well as good looks. Bonk's attack 
mechanism was unique and went 
with the game perfectly, producing 
an all new type of video game 
adventure! 


The Game Genie is the ultimate 
Nintendo peripheral, allowing YOU 
to alter the game to your own 
specifications. The Game Genie 
may never go on the market thanks 
to Nintendo's legal twists and turns, 
but despite that fact, we stand 
behind the Genie as a device that 
should be seen by a game playing 
public that wants the freedom of 
choice. When you buy a car does 
the dealer have the right to tell you 
what kind of tires to buy or what 
color to repaint the vehical down 
the road? Wise up Nintendo, you're 
not protect us, you're protecting 
yourselves. 
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From the company that brought 
you GODZILLA" comes - 
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#4 GAME EVER!”, 


GODZILLA 5 is 

CIRCUS CAPER 1 ' 1 . RODAN 1 ' 1 , MOTHRA 1 ' 1 and GHI 
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WORST 

PROPAGANDA 
OP THE YEAR 

NEC'S 
TURBO VS. 
GENESIS CARD 

When you ask NEC to compare 
the speed of their system next to 
Nintendo's, they give it to you in 
MHz. When you ask that they 
compare it to the Genesis, they give 
it to you MIPS (Millions of 
Instructions Per Second). That kind 
of thinking led to a little plastic card 
that NEC sends out to potential 
customers with such comparisons 
as sprites - Genesis with 80 and 
TurboGrafx with 64 (but larger). 

BEST LICENSE 
OP THE YEAR 

Acclaim’s 
THE SIMPSON'S 

While the mechanics of this game 
have yet to be programmed, Ac¬ 
claim scored big with the title of the 
year. Bringing Bart and the rest of 
the misfits from the Simpson's is a 
coup for the company and whatever 
the game is like you can count on 
this cart to be a million copy seller! 

WORST LICENSE 

Sega's 

BUSTER DOUGLAS 
BOXING 

Don't get us wrong, we loved it 
when Buster busted Tyson and left 
him on the mat (and without his 
video game endorsement from the 
big N), but for Sega to extend 
themselves so far as to put this guy 
in the center stage of their 16-Bit 
boxing title when he's going up 
against Evander Holyfield is crazy. 
(We may have to eat our words on 
this one). 


BEST MOVIE TO 
GAME 

SunSoft's 
GREMLINS 2 

Winning last year with Batman, 
Sunsoft is the only company around 
that can take a decent license and 
make a decent game. 

BEST ENDING 
IN A GAME 

Tecmo's 
NINJA GAIDEN 2 

The further adventures of Ryu 
Hayabusa came together 
magnificently in this story/game. 
Part three is due next summer, so 
you can count on more excitement 
from this series. 

WORST ENDING 
IN A GAME 

Sega's 
REVENGE OP 
SHINOBI 

Sega spoiled an excellent game 
packed full of great play and 
graphics by giving us two endings 
that were both wimpy. It was a 
great ride, but we found out we 
didn't go anywhere. 

THE MOST 
PROMISING 
GAME COMPANIES 

NATSUME, SEGA, 
CAPCOM, KONAMI, 
NINTENDO 

Natsume makes great game, 
Sega has a great system, Capcom 
and Konami both have major line¬ 
ups with few garbage games and 
Nintendo has the Super Famicom. 


MOST LAWSUITS 

Nintendo 

There were a lot of specific 
choices here, but we went with only 
one. Nintendo, because they sue 
everyone. 

WORST MOVIE 
TO GAME 

Acclaim 
TOTAL RECALL 

You win some and you lose 
some. With Total Recall we all lost. 

WORST NAME 
POR A GAME 

tie 

Meldac's 
HEIANKYO ALIEN 
Vic Tokai's 
DAEDALIAN OPUS 

Come on companies. Can you 
honestly see a kid proclaiming to 
his friends with any degree of 
excitement that he beat Heiankyo 
Alien? I can't even pronouce it! 

WORST NAME FOR 
A GOOD GAME 

Hudson's 
ADVENTURES OP 
JACKIE CHAN 

Jackie Chan really is a great 
action game, but unfortunately 
Hudson won't enjoy the type of 
success they may have had had 
they named it Ninja Lords or 
something more conventional. 

All nominations and awards are 
based off of games that the EGM 
Review Crew was exposed to 
before September 1st and will be 
released this year. The decision 
of the judges is final. 
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THE PERFECT 



Complete Editing 

Start with a full team of 12 batters and 
six pitchers. Then, you decide what kind 
of team to make. Enter the exact stats 
you want for a winning team. Use the 
latest major league stats, make an all- 
star team, even enter yourself as the 
star. With six programmable teams, you’ll 
have a whole league of your own. 

Intense and Realistic Action 
Make a team of quick runners for a fast- 
paced game. Create players with awesome 
power for an all-out Home Run Derby. Or 
give your team the hottest hurlers for an 
intense pitching game. No matter what 
kind of game you want to play, it’s all 

Televised Season Simulation 
With the Full-Auto Season, you can play 
out a continuous season and watch your 
team from game to game. Even individual 
players can be tracked with full stats and 
top-10 rankings. Go for the triple crown! 


















An action adventure from the Arabian Nights. 
THE MAGf© OF 


SCHEHERAZADE 


Sophisticated 

Action 

Adventure 

The ancient land of Arabia 
has fallen into despair. The 
evil magician Saharon has 
released his demons from the 
underground, and now they 
are about to take over a 
once-heautiful land. 

You have lost your memory, 
but you are the descendant 
of the legendary magician, 

to Arabia. You must fight to 
defend peace and unravel 
puzzling mysteries to save the 
kidnapped princess Scheher- 


Tou and your allies will 
travel throughout the beau- 
tiful and mysterious land of 

and the past, and to worlds 
of water, deserts, forests and 
flowers. It's a grand adven¬ 
ture waiting to be fulfilled. 















CUMING GOSSIP 


...Genesis Giga-Drive in Japan...Multi-System Hand-Held...Super Famicom in U.S....Lynx on T.V.... 
Double Dragon 3 Coming Soon...Konami 16-Bit Games...Genesis CD-ROM Info... 


...First we get the Mega Drive, then the Game Gear, and now the Giga-Drive? The latest rumors from Japan tell 
of an even more advanced Sega system with scaling functions as well as the ability to manipulate a larger 
number of more colorful characters! Could it be true? From the one game company that seems to be taking an 
aggressive stab at just about anything, a Giga-Drive could be a possibility, but I have to see it with my own eyes 
first. Sure sounds rippin' though...Other Genesis updates include new info on the CD-ROM upgrade, which 
most definitely WILL be showcased at the Winter Consumer Electronics Show in Chicago! Quartermann also 
hears rumblings that Sega will introduce the Game Gear in the coming months as well, to compete with the 
Nintendo LameBoy as the low-end portable of choice. Expect a price somewhere around $120 (as previously 
reported) and a selection of a dozen softs ranging from Super Monaco GP to Shinobi to G-LOC. 

...I don't have all the facts and figures yet. but Quartermann has learned of a super hand-held that will have the 
ability to play games compatible not only with the NES, but the Genesis and Turbo as well! What kind of 
adapters this thing will need to run haven't been detailed yet, but more information should be available in the 
coming months...Speaking of portables, the editors upstairs have just clued me in on a new device they carried 
back from Japan that lets you play Atari Lynx games on the big screen! The black box as they call it does 
pixelize the picture and give that good ol' 2600 feel, but the quality of the image is retained! The ultimate 
portable hardware WOULD make a super system, too bad the box costs what it does (close to a grand)!... 

...It looks more and more like the 16-Bit revolution is set to grow by leaps and bounds! Several new systems are 
in the works, but the machine I can't wait to get my hands on is the Nintendo 16-Bitter! It looks like the white 
shirts at Nintendo are going to bring this most super of systems to the U.S. in a new box, however, that hooks 
directly up to the old NES (and you traded yours for a Genesis - HA!). It’s a decent idea that's sure to save 
money on extra power supplies, video cables, etc., just as long as the big N passes those savings along...Now 
that the Super Famicom has been officially released, turn to EGM for all the hard facts and none of those wimpy 
rumors you read about in other magazines... 

...On the other hand, to set some records straight, Nintendo's flight simulator for the 16-Bitter is called Pilot 
Wings, not Flight Club...As far as third-party support is concerned, count on Konami to dish up plenty of softs for 
the Super Fami starting with Gradius 3 (an eye-popper), and continuing with a 16-Bit version of Castlevania and 
Contra! As for the Turtles, which are dying to go up in class (not to mention graphics), look for another TMNT 
arcade game, with another NES follow-up based on that game. Then plan on a totally new Turtles adventure for 
the 16-Bit Nintendo! What could be next, Teenage Mutant Ninja Turtles Basketball?...Other hot new games to 
watch out for in the months to come include Double Dragon 3 on the NES from Tradewest, an awesome two- 
player simultaneous action adventure with a whole new cast of creeps to maim and fight techniques to 
learn...Bandai also has a hot new action game called Ultimate Journey that's loaded with power-packed 
graphics and a cool quest... 

....IT'S A GIRL for the always-loveable Karen Janus of SunSoft! Mum and babe are doing super...Attention Neo- 
Geo owners (all two-dozen of you), you can count on an awesome football game to appear sometime later in the 
year...And arcade gamers should be on the look out for two new hits from Atari Games, including Pit Fighter, a 
revolutionary new one-on-one fighting game that uses digitized graphics throughout, and Race Drivin’, the 
sequel to Atari’s mega-hit racing game, Hard Drivin', complete with new courses that include corkscrews... 

...All of you out there with VCR's might be wise to tape The Flash on CBS's death spot opposite the Cosby and 
Simpson clans. I've seen the pilot and while it's definitely inspired by Batman, it has a cool premise and unique 
look. Could a game be far behind?...One last footnote: Alien Storm, shown on page 26 of this issue, will be 
available as a card, not a CD... 

- QUARTERMANN 
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Face The 
New Challenge 
of Ultima! 

No Previous 
Experience 
Necessary. 




■ Hundreds of characters 



a new challenge with the next game in the series, Ultima Quest of 
the Avatar. At last, the ruthless Triad of Evil has been vanquished and 
peace reigns in the land. But darkness dwells in hidden places and 
in the hearts and minds of the peoples of the realm. The countryside f 
is plagued by ores, dragons, and long-dead wizards. Only an Avatar, ‘ 
a shining example of heroism, can destroy the monsters and conquer 
wickedness with his mastery of magic and weapons. Discover your 
personality traits in sophisticated tests of ethics and heroic virtue. Become the Avatar! 

Save Britannia! And master the challenges of the ultimate quest—the search for good within 
yourself. Get Ultima, Quest of the Avatar, the latest real role playing game from FCI. 



■ Dozens of screens 

■ More than 2 megabytes of memory 


FREE World Championship Wrestling T-Shirt 
with the purchase of two FCI games. 


■ Over 100 hours of game time 

■ 5 year lithium battery saves scores 
and play positions 

ggORIGIN A 


FCI® 

Not Just Kid Stuff 












ELECTRONIC GAMING EXPRESS... 

SEGA ANNOUNCES INTRODUCTION OP 
CD-ROM INTERFACE FOR SPRING, 1991! 



One of the most-asked questions 
surrounding the Sega 16-Bit Gene¬ 
sis since its introduction last year 
concerned the possibilities of a CD- 
ROM interface similar to that found 
for use with the NEC TurboGrafx. 
While it is true that Sega was jointly 
developing a new 2.5" floppy disk 
system with Sony for the game sys¬ 
tem, no information had been re¬ 
leased on the unit or its capabilities. 

Recently, however, the EGM staff 
has learned of a CD-ROM system 
in the works for the Sega Genesis 
system. Sega has dropped the 
floppy disk drive idea in favor of a 
more attractive, and definitely more 
powerful, CD-ROM unit that will be 
compatible with the Genesis. 

The CD-ROM system that Sega is 
employing is very similar to the Tur¬ 
boGrafx CD player in most re¬ 
spects. Through the use of a CD 
interface that connects to the Gene¬ 
sis via the expansion port on the 
right side of the system, the 16-Bit¬ 
ter will be able to play games on 
specially encoded compact discs. 
The discs fit into the CD and then 
are converted into games. 

Although little information on the 
Genesis CD-ROM system is avail¬ 
able at this time, there are many ru- 



Sega's newest arcade entry, 
Alien Storm is heading for the 
16-Bitter on CD-ROM! 


mors circulating about the unit's ex¬ 
pected release date and potential. 

We've managed to dig up several 
things on the CD-ROM, including 
estimated release dates and prices. 
Although this information comes 
from reliable sources, it could 
change prior to final release. 

First of all, the Genesis CD-ROM 
is expected to be shown to Amer¬ 
ican audiences as early as the Win- 



Sega may also package older 
titles for play at a lower price! 
Shown here is Phantasy Star 3! 


ter Consumer Electronics Show in 
Las Vegas this January. The up¬ 
grade is also expected to go on sale 
sometime in the spring or early 
summer (the system will appear on 
Japanese store shelves next 
spring). The price of the unit now 
stands at a very appealing $199.00, 
although other sources have said 
that a more likely figure will be 
$250.00, still quite reasonable for 
technology like this. 

Sega is rumored to be very com- 
mited to the system and is expected 
to have several software titles avail¬ 
able for play on CD. Besides re¬ 
hashing older efforts onto lower- 
priced CDs (the price per soft is ex¬ 
pected to be between 25 and 30 
dollars), count on original titles that 
will use the CDs special abilities. 

For more information on the 
Genesis CD-ROM, check out the 
November issue of Mega Play, our 
All-Sega magazinel 
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The twisted skate odventure 
with the ultimate ramp. 

















super Famicom' 




in earlier issues of EGM,. the Super Famicom controll¬ 
ers also have two more additional buttons that reside 
on the top of the pad and serve as option buttons and 
menu operators in.several games. 

INSIDE THE 
SUPER FAMICOM.. 

In addition to boosting the on-board RAM to a full 
megabyte, Nintendo has put together a machine that 
can indeed do almost anything. Among the feature 
built into the Super Famicom hardware are scaling 
and rotation. These functions allow the Nintendo 
16-Bit games to exhibit the advanced moves that 
were previously found only in the arcades. 

Scaling allows the Super Famicom to take an 
image and zoom it in or out, with appropriate adjust¬ 
ments made in the sizing of the character, at will 
Features such as this are particularly useful in driv¬ 
ing and flying games that require graphics to start 
out small on the horizon and quickly grow in size as 
you progress. Two of the first driving games for the 
16-Bitter, F-Zero from Nintendo and Big Run from Jal- 
eco both used this technique effectively. 

The Super Famicom's ability to rotate screen objects 
and backgrounds is equally amazing. The Super 
Famicom can take a graphic character or screen and 
animate movements from the center of the character 
with no problem at all. This incredible ability was 
used in Nintendo's Pilotwing's game, where you not 
only fly different types of aircraft inside real environ¬ 
ments, but you can practice parachute jumps as well, 
with the ground spinning below you as you quickly 
approach the ground. 

Nintendo's new 16-Bitter also has remarkable new 
graphic capabilities that extend from the resolution 
(512 x 448) to the color palette (graphics can be creat¬ 
ed from a total of 32, 768 colors) to the size of the gra¬ 
phics themselves (a whopping 64 x 64 pixels)! When 
all of these advanced functions are put together, and 
accompanied by dozens of games and third-party de¬ 
velopers, the Super Famicom not only stands apart as 
one of the most impressive 16-Bit systems, it also be¬ 
comes a highly viable system as well. 


» I » 




In addi¬ 
tion to the 
graphic abilities list¬ 
ed, the Super Famicom also has sev¬ 
eral other important features. Besides having a stan¬ 
dard RF output, the Super Famicom has a multi-pur¬ 
pose video output that will allow the system to operate 
in a number of different modes with optional adapters, 
including RGB and even Super VHS! Among the other 
Super Famicom surface details are dual joystick ports 
and a special 28 pin expansion port on the underside of 
the unit (see illustration on next page). 

SUPER FAMICOM'S 
RELEASE IN THE U.S. 

Despite the fact that the Super Famicom will be avail¬ 
able in Japanese stores on November 21, for a retail 
price of 25,000 yen (roughly equal to $180.00), an 
exact launch for any similar system here in the U.S. is 
purely speculation at this point. Reliable rumors have 
surfaced regarding a stateside version of the unit, how¬ 
ever, which would be on display to American retailers 
sometime in the spring or summer of 1991 and go on 
sale in the fall. 


Mario goes 16-Bit in Super Mario World 
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One item that has been apparently decided is the 
name of the Super Famicom in the U.S. The current 
working title of the new Nintendo super machine is the 
NES-SFX (for Nintendo Entertainment System-Special 
Effects). The latest rumor surrounding the NES-SFX 
is that it will be a peripheral to the normal NES that is 
now in more millions of homes across the country. 
The American version of the Super Famicom will sup¬ 
posedly attach to the underside of the Nintendo En¬ 
tertainment System through the expansion port. 

Such an arrangement would serve several pur¬ 
poses for the management of Nintendo. Introduc¬ 
ing the Nintendo 16-Bit as an add-on to the standard 
8-Bit will allow the video game titan to unveil new 
hardware and a new software line without phasing out 
the NES or making it less viable. Shipping the SFX as 
a peripheral would also enable Nintendo to keep 
prices down to a minimum. The $180.00 Japanese list 
is for the system only, no power supply, video 
cables or game softs are included. Since Nin¬ 
tendo of American would invariably be forced to 
package the SFX with a game and the appropriate 
cables, unless of course the machine used the same 
cords employed by the host system. 


THE IMPACT OP 
NINTENDO'S 16-BITTER 

Whatever form it takes when it finally is releas¬ 
ed into the U.S. market, the Nintendo SFX is def¬ 
initely going to change the way we all think about 
home video gaming. While both the TurboGrafx and 
Genesis have had a significant impact on video 
games, neither machine can compare to the technical 
ly advanced Nintendo 16-Bitter, nor its scaling and ro¬ 
tation abilities. Since the SFX may not appear in a 
completely separate package, the appeal of the NES, 
while diminished somewhat, will remain active. 

Software support is another strong feature that Nin¬ 
tendo will have in its favor when the SFX appears 
here. Over a dozen games were on display at the Su¬ 
per Famicom's unveiling in Japan, and over a dozen 
more are in development, insuring a large selection of 
softs by the time the unit arrives in the states. Ninten¬ 
do's strict licensing agreements are also sure to be in 
effect, blocking some of the hottest titles like Final 
Fight, and Gradius 3 from competing systems. 

Having personally played with the next generation of 
video games, it doesn't take long to look at the Super 
Famicom and realize that the wizards of Nintendo 
have themselves another blockbuster! 


[companies 

SUPER l=AMI 


USHER IN THE 
DECADE" 


More from Super Mario 
Bros. 4 - Mario World! 


head honcho of Kona- 
mi, Emil Heidkamp, is visi¬ 
bly proud (and rightfully 
so) of his company's Su¬ 
per Famicom game cart, 
Gradius 3! 


The First Lieutenant of Nin¬ 
tendo gaming, Howard Phil¬ 
lips, came equipped with a 
bow tie and smile for the 
unveiling of the Super 
Famicom 16-Bit! 


The always cheerful Carol 
Seitz, accompanied by Jale- 
co chief Howie Rubin, in¬ 
spects the Super Fami¬ 
com and their first 16- 
Bit title, Big Run! 
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THE MOST AMAZING 
SUPE^i MARIO ADVENTURE 
OF THEM ALL!! 

The premiere piece of software shipping with the Super 
Famicom come November 21st, is the next chapter in the Su¬ 
per Mario Bros. saga. This series, which has sold tens of mill¬ 
ions of copies, goes 16-Bit and, in the process, expands in 
size and scope to encompass an entire world of adventure! 

Super Mario is outfitted with all new types of abilities ranging 
from flight in his Super Mario cape, to walking the multi-layered 
landscapes astride a prehistoric pal that sucks up the Koopas 
and other nasties with a rapid-fire tongue! Mario can now 
climb fences as well, and actually maneuver against the 
opponents on the other side! All of the standard Mario sights 
are present as well, including pipes, coins, flowers, 
mushrooms and huge Bosses that reside in new dungeons! 
All the action is presented in awesome 16-Bit graphics that use 
the unique scaling and rota¬ 
tion abilities of the Super 
Famicom that make the 
screen explode with color 
and excitement! 


Mario's new abilities include flying in the air 
and riding atop a quick-tongued lizards! 
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The long-awaited home version of 
this popular arcade smash is finally 
set to appear on the Super Famicom! 
Final Fight retains all of the superb 
graphics detail and sterling animation of its 
coin-op forefather, not to mention the power 
packed action that has made it one of the favorite 
games of 1990! 

Final Fight takes place on the mean streets on New York, 
where the President’s well-endowed daughter is being held 
captive by a renegade band of thugs. It's up to the street 
smart duo of Cody and Haggar to stop the gangs and 


prepare for the final fight against their 


Choose between these two muscle- 
clad warriors of the streets! 


Plan your attack on the city map - 
there are five areas to conquer! 


Take on gangs of thugs in one-on- 
one or two player combo combat! 




The stand-by shooter that has made it 
from the arcades to NES to GameBoy 
moves into the 16-Bit league with this car¬ 
bon copy of the little-seen arcade blaster, 
Gradius 3. Part three introduces new wea¬ 
pons, new worlds and some of the meanest 
graphics you’ll ever see! It’s 16-Bit shooting 
at its best on Nintendo's Super Famicom! 
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Nintendo took a futurisitc approach to racing games with F-Zero! 



Enix wowed crowds with their original 16-Bit entry, Act-Lazer! 



PILOT WINGS 

The scaling and rotation abilities of the 
Super Famicom are shown off to great 
effect with this flight simulator, jetpack and 
parachute jump game all-in-one! The real¬ 
time three-dimensional environments 
created by the Super Fami are breathtaking 
but get blocky at close range. 


F-ZERO 

These formula racers of the future blow 
the Super Famicom wide open with great 
scaling in all opposing vehicals and off-track 
surroundings! The realism afforded by this 
racer is multiplied by the rotation functions 
which tilt the track as you hang hair-pins 
and give you first-person spin-outs! 


Enix, the company best known to Jap¬ 
anese players as the originators of the 
hugely successful Dragon Quest series 
(Dragon Warrior over here), prove that they 
can make an action/adventure cart as well 
with this visually stunning and highly 
playable soft called Act-Lazer! 


BIG RUN 

Jaleco's sleeper arcade racer makes the 
move to the Super Famicom with ease. 
The version we saw was early, but it still dis¬ 
played much promise, with a scaling race¬ 
way littered with obstacles and impediments 
as well as opponents! The unique environ¬ 
ment made this driver new and different! 


Tear up the off-roads in the arcade adaptation of Jaleco's Big Run! 



Sim City Dynamite Bombuzai Ultraman Hole-ln-One Golf Drakkhen 
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...The Leader of 
the Video Game 
Revolution May 
Show Signs of 
Aging, But It 
Still Has Plenty 
of Life Left... 



Teenage Mutant Ninja Turtles - 

The Arcade Game, the first NES 
game to reach four Meg! 

The system that started video 
game madness all over again con¬ 
tinues to remain the dominant force 
heading into 1991. But will Ninten¬ 
do's claim as the uncontested lead¬ 
er of the system sweepstakes re¬ 
main solid for the years to come? 

Nintendo is already feeling the 
pinch from superior machines like 
the Genesis and TurboGrafx that 
can produce stunning visuals and 
booming sounds. The NES is also 


finally beginning to have a problem 
maintaining a high level of quality 
games. As was feared and foretold 
by the doomsayers, the number of 
companies producing inferior carts 
is so staggering, that out of the 
100+ games that were recently 
showcased at the Consumer Elec¬ 
tronics Show, only a dozen could be 
labeled truly outstanding, with only 
a handful of others elevated above 
average. 



G.l. Joe follows hot on the 
heels of Super Mario 3 with 
MMC3 enhancer and three Meg! 


There are several extremely bright 
spots in the future of this versatile 
system, however, that have yet to 
be addressed. To begin with, 
Nintendo has unleashed a new 
graphics chip set, the MMC5, that 
will increase the graphic and sound 
capabilities even farther than 
MMC3, seen in Super Mario 3! 
Also, when Nintendo plans to 
launch the Super Famicom SFX in 
the states, it is rumored that the 
Nintendo 16-Bit will be offered as an 
upgrade to the existing 8-Bitter. A 
smart move, considering nearly 
everyone already owns one. 

When you add in the reports of 
hand-held Nintendos and CD-ROM 
peripherals that will increase 
storage space, the Nintendo still 
occupies center-stage as a machine 
that may not sport the flair of its 
beefier competitors, but with literally 
any kind of game you can think of 
and more on the way, the NES has 
plenty of life left in it. 


Nintendo Entertainment System Specifii 


Processor 

6502 (8-Bit) 

Colors Available 

52 

Sprite Size 

8x8 Only 

Processor Speed 

2.14 MHz 

Colors On-Screen 

16 

Games 

331 ($20 - $70) 

Resolution 

256 x 240 

Maximum Sprites 

64 

Price 

$79.99 (Basic) 
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X _ 

...Complete With 
A New Look and 
New Name, the 
Sega Master 
System Tries 
Again - But is It 
Too Late?... 


/ 


Having faded away into almost 
total obscurity for the last year, not 
to mention a complete lack of new 
games for months, the Sega Master 
System resurfaced at the Summer 
Consumer Electronics Show as the 
Sega Master System 2! The only 
differences between the second 
version of the 8-Bit favorite and its 
predecessor is a lower price and a 
built-in game, Alex Kidd in Miracle 
World (probably one of the best 8- 
Bit games and a nice freebie!) 



PaperBoy comes off good on 
the Master System, with most 
of the arcade features intact! 


While this is nice, owners of the 
new machine as well as old may get 
discouraged when they discover 
that most of the new games being 
developed for the Master System 
are utter duds. Being developed by 
first-time Sega 8-Bit programmers, 
most of the Master System carts 
we've had our hands on fell well 
short of earlier efforts in terms of 
graphics and play. For now it looks 
like the SMS 2 is being positioned 
as the 2600 of the nineties. 





Super Monaco GP is another 
Sega arcade hit that has been 
downscaled for the 8-Bit! 
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Columns represents Sega's 
attempt at a Tetris-style puzzle 
game using blocks! 


Michael Jackson's Moonwalker 
takes the 16-Bit game down in 
size, but not in looks! 



SEGA MASTER SYSTEM 2 SPECIFICATIONS. 


Processor Z-80 (8-Bit) 

Processor Speed 3.58 

Resolution 240 x 226 


Colors Available 

256 

Colors On-Screen 

52 

Maximum Sprites 

16 


Sprite Size 

Games 

Price 


100 ($20-$50) 
$59.00 
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...The First: 16-Bit 
Powerhouse To 
Appear in the 
States, Genesis 
Reaches For 
Complete 
Domination... 


y 



Bonanza Bros., a new coin-op 
already headed to the Genesis, 
uses intense polygon graphics! 



releases. While dozens of 
games are officially on the 
way, and dozens more are 
currently in development, 
Sega has experienced terri¬ 
ble problems in getting any 
new softs into the stores. 

By itself the Genesis is a 
remarkable machine, and many of 
the new games are finally taking 
full advantage of the superior 
functions it possesses. 


Stider, the first 8-Meg game for Genesis! 

Once Sega gets the lead out and 
starts releasing games to make this 
system go, making them more 
difficult as well, it will be even more 
appealing than it is now. 


When it debuted last year, the 
Sega Genesis exploded into stores 
and disappeared just about as fast. 
Now that the furor has died down a 
bit, the Genesis continues to shine 
with a large influx of third-party sup¬ 
port and promises of CD-ROM cap¬ 
abilities in the near future. 

The biggest problem that has 
plagued the Genesis, however, are 
the store shelves that have remain¬ 
ed completely devoid of new 



7 A a 


Sonic the Hedgehog represents 
Sega's first attempt at a Super 
Mario-style game on Genesis! 



Shinobi returns to battle in the 
multi-level action contest, 
Shadow Dancer! 


Sega Genesis Specifications... 


Processor 

68000(16-Bit) 

Colors Available 

512 

Sprite Size 

8 x 8, 32 x 32 

Processor Speed 

7.6 MHz 

Colors On-Screen 

64 

Games 

80+ ($40 - $90) 

Resolution 

320 x 224 

Maximum Sprites 

80 

Price 

$189.99 (Basic) 
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While the TurboGrafx got off to a 
slow start against the Genesis and 
other new machines last year, NEC 
stayed with their souped-up 8-Bit 
and has turned the show around in 
many cases. Introducing a diabol¬ 
ically clever action game called 
Bonk's Adventure, and backing it 
with some of the best advertising 
we've seen, the Turbo is not out of 
contention, but realistically it still 
has quite a way to go before de¬ 
throning the competition. 



Bonk's Adventure - The game 
responsible for putting the 
Turbo back on the map! 


Instead of dwelling on the dis¬ 
tance between themselves and oth¬ 
ers, however, NEC is putting their 
best foot forward to introduce a li¬ 
brary of games that each contain a 
high level of playability and excite¬ 
ment. While not every game is a 
direct hit, NEC has succeeded at in¬ 
troducing more action and diversity 
into their line-up of games. 

NEC has also signed several 
third-party producers to insure the 
supply of outside developments 



Splatterhouse offers up a 
ghoulish good time with sharp 
graphics and good play! 


...With An 
Expanding 
Library of Good 
Titles, the Turbo 
Finally Makes 
An impact In 
the Market... 


that is necessary to the success of 
any console. 

While the viability of the Turbo¬ 
Grafx CD-ROM unit is questionable 
due to the high price and low num¬ 
bers, NEC has gone ahead and put 
together several titles that are truly 
remarkable. Y's stands as one of 
the best RPGs ever made, while 
Red Alert and other conventional 
games also make good use of the 
peripherals advanced functions for 
superior sound and visuals. 



Red Alert uses the CD-ROM for 
cinema display intermissions 
unlike anything you've seen! 


NEC TURBOCRAFX-16 SPECIFICATIONS. 


Processor 6820 (8-Bit) 

Processor Speed 7.16 MHz 
Resolution 256x216 


Colors Available 

512 

Colors On-Screen 

241 

Maximum Sprites 

64 


Sprite Size 16x16,32x64 

Games 35 ($40 - $70) 

Price $159.00 
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Nintendo GAME BOV.. 


+ •* 


\ _____ 

...Introduced As 
the First Port¬ 
able System, 
GameBoy Begins 
to Pale Next to 
More Advanced 
Competition... 


/ 



Action/Adventure in Square's RPG, Final 
Gargoyle's Quest! Fantasy Legend! 



w)«mN : ”BIT 1 GOT°n R - 


The movie and comic book 
hero, Batman, is one of the 
best GameBoy games yet! 

When we first played the Game¬ 
Boy system, it looked like the ulti¬ 
mate on-the-go game system! 
Games like Super Mario Land 
brought the action and excitement 
of the NES to a smaller screen that 
could go just about anywhere. 
What's more, a special video-link 
cable allowed for head-to-head play 
and the pack-in game, Tetris, was 
ideal, and took advantage of the link 
and portability Gameboy offered. 


Since its initial release, Nin¬ 
tendo has persuaded dozens ; '• ® 
of licensees to develop for 
the system, increasing the li¬ 
brary of games to nearly 50 
now, with more than 50 more 
on the way! 

The GameBoy, however is 
already suffering from competition 
by Atari's color Lynx and NEC's 
color Express. While it does have 
some nice features, the stale black 
and white look and blocky graphics 
just don't compare with the stunning 
visual capabilities of the more 
colorful portables. 

The quality of games available for 
the GameBoy is also questionable. 
While none of the games that are 
on the market are particularly bad, 
the majority of them tack the puzzle 
category and don't offer enough 
variety or flair. Several very good 
games like Castlevania, Gargoyle's 
Quest and Burai Fighter Deluxe 
have pumped life into GameBoy, 


but the shelves are already crowded 
with inferior product. While the 
GameBoy is a nice system, it just 
doesn't measure up anymore. 



Games like Castlevania-The 
Adventure are responsible for 
selling the GameBoy! 


Nintendo GameBoy Specifications. 


Processor 
Processor Speed 
Resolution 


6502 (8-Bit) Colors Available 
2.14 Shades On-Screen 
320 x 224 Maximum Sprites 


0 

4 

N/A 


Sprite Size 

Games 

Price 


Variable 
30+ ($20-$30) 
$89.99 (Basic) 
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/ ATARI LYNX HAND HELD 


\ 



...With the Most 
Advanced Sys¬ 
tem on the Mar¬ 
ket, the Only 
Thing Missing 
From the Lynx 
Are the Games... 


\ 


/ 


There has been a lot of 
excitement surrounding the Atari 
color portable system ever since it 
was released last year, and well 
there should be. Not only does the 
Lynx possess some of the most 
powerful hardware of any system, 
portable or console, it has a super 
sound chip and surpasses the 
capabilities of bigger machines like 
the Genesis in some respects. 

Despite the power afforded by the 
scaling and other functions that the 



Rampage brings the city- 
smashing action of the arcades 
onto a smaller scrolling screen! 



Coming soon is a graphically 
intense version of the Tecmo 
coin-op classic, Rygar! 


Lynx boasts, it has suffered from 
the start by a high price tag and a 
excruciatingly slow schedule of new 
game releases. Since its first 
appearance the Lynx has only got¬ 
ten a handful of cards out. 

This may soon change, however, 
with Atari making a full commitment 
to stand behind the Lynx. Not only 
are dozens of new titles in develop¬ 
ment (with many due to hit stores in 
time for Christmas), but a new and 
smaller Lynx is in the works. 


While it may not have the current 
support it deserves, the Lynx is a 
good system and a great hand-held 
that should come on strong in the 
months to come! 



The Lynx version of Kiax, the 
Atari Games coin-op puzzler, is 
better than any other! 


ATARI LYNX SPECIFICATIONS... 


Processor 

65C02 

Colors Available 

4,096 

Screen Size 

3.2 Inches 

Processor Speed 

15 MHz 

Colors On-Screen 

16 

Games 

8 ($35) 

Resolution 

160x102 

Maximum Sprites 

128 

Price 

$169.00 
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Many contend that the ultimate 
hand-held is the one that can play 
console games on a small screen. 
NEC evidently is of that opinion and 
is getting set to let the rest of you in 
on what has to be the best of the 
new hand-helds! 

The Turbo Express is completely 
compatible with all existing Turbo- 
Grafx games. Just slip 'em in and 
power on! The Express is a com¬ 
pletely self-contained Turbo with 
controller, earphone jack, contrast 
and volume controls all built-in. 

The Express is much more than 
just a game machine as well! With 
a special TV Tuner peripheral (com¬ 
ing in at around 80 dollars), you can 
turn the portable into a TV! 

There are a few drawbacks, how¬ 
ever. First of all, the price for all this 
power is, as you would expect, 
much steeper than the competition 
(close to $250). Secondly, the Tur¬ 
bo Express will not be widely 
available until sometime in 1991 



The resolution and clarity of 
the game graphics are 
remarkable on the Turbo 
Express! Even the smalled 
objects are clearly visible! 


NEC Turbo Express Specifications. 


Processor 
Processor Speed 
Resolution 


6820 (8-Bit) Colors Available 
7.16 MHz Colors On-Screen 
400 x 270 Maximum Sprites 


4,096 

512 

64 


...Unveiled As 
the Hottest of 
the Hand-Helds, 
Can NEC's Turbo 
Express Pro¬ 
vide the Punch 
NEC Needs?... 



With this special peripheral, 
you can boost the Turbo 
Express into a portable TV! 


(larger cities like New York and Los 
Angeles will probably have limited 
supplies this Christmas). Lastly, the 
system guzzles down batteries with 
an intense ferocity (averaging 
around three hours for six AAs). 

If you can live with the cost of 
buying and operating and Express 
once you find it, you won't be 
disappointed! It's the ultimate hand¬ 
held game system ever created, 
and will positively blow your mind 
once you've seen it! 


Sprite Size 8 x8,16x16,32x64 
Games All TurboGrafx 
Price $249.99 
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...NEC Loads Its 
Guns Once 
Again and 
Delivers 
Another 8-Bit 
With Mega- 
Sharp Looks... 




Ghouls and Ghosts for the Su¬ 
per Grafx. Highly detailed gra¬ 
phics that blow Genesis away! 


Another level from Ghouls and 
Ghosts! This card is packed 
with over 8-Meg of memory! 


While NEC is staying solid with 
their TurboGrafx-16 here in the 
states, mounting pressure from the 
Sega 16-Bit Mega Drive (Genesis) 
and upcoming Nintendo 16-Bit 
Super Famicom forced the 
company to look at even more 
powerful hardware for the future. 
The end result is the Super Grafx 
game system. 

The Super Grafx is loaded with 
special features that elevate it 
above the earlier PC Engine, but 


one of the unit's most impressive 
abilities is the full compatibility that it 
shares with the existing PC Engine. 
Any game that played in the PC 
Engine will also work in the Super 
Grafx, allowing us to experience 
both machines in one package! 

As far as the upgrades enjoyed by 
the Super Grafx, they range from 
addition video RAM that allows the 
8-Bitter to manipulate many more 
characters of even larger size 
around the screen. This is particu¬ 


larly impressive in the eight-Meg SG 
version of Ghouls and Ghosts, 
where even the backgrounds ani¬ 
mate and move! 

The Super Grafx also has a larger 
number of available colors as well 
as the ability to display more hues 
on screen. 

The Super Grafx does suffer from 
a painful lack of softs (only 3 at this 
time), and it doesn’t really have the 
power that its price commands, but 
it is, nevertheless, quite impressive. 


* 







Battle Ace, the first game for 
the Super Grafx, is a futuristic 
version of After Burner! 


NEC SUPER GRAFX SPECIFICATIONS. 


Processor 6502 (8-Bit) 

Processor Speed 7.16 MHz 
Resolution 160x146 


Colors Available 4,096 

Colors On-Screen 128 

Maximum Sprites 128 


Sprite Size Variable 

Games 3 ($50-$80) 

Price $290.00 (Japan) 
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Released in Japan this summer, 
SNK's Neo-Geo was developed 
with two different purposes in mind. 
Not only is the consumer version of 
the system able to play games that 
are leaps and bounds ahead of any¬ 
thing else on the market, but the 
games themselves are also compat¬ 
ible with a special coin-op version of 
the system that is now beginning to 
populate arcades! This is the same 
technique that Nintendo used so 
effectively to launch the NES. 



Magician Lord - One of the first 
games for the Neo-Geo is still 
one of the best! 



Cyber Up is an 
action/adventure game with 
some familiar twists! 

In Japan, however, the Neo-Geo 
is rented from the game centers 
with special memory cards that 
allow players to save their coin-op 
progress and take the rented 
consumer version to continue their 
game. This method is used due to 
the high cost of the system and 
especially the games, which come 
in at over $200.00 each - much too 
high to be purchased. 

SNK has recently announced that 
the Neo-Geo will be released here, 


...Arcade Games 
Come Home 
With SNK's 
Mega-Powered 
Console, But So 
Do the Arcade 
Game Prices... 



Ninja Combat is the second 
Neo-Geo game from the team 
who produced Magician Lord! 

indicate that they may institute a 
similar rental system, courting the 
video stores and similar outlets. 
New games will be released like a 
typical movie release and may be 
rented in the same way. 

It's possible that the Neo-Geo will 
be offered for sale, but with such an 
upscale price, it is doubtful that the 
system will see in widespread 
release. In the end, however, it 
may be expensive, but it is definitely 
the cream of the crop! 


Sprite Size Programmable 
Games 8 ($200 - $300) 
Price $399.99 (Japan) 


SNK Neo-Geo Specifications... 

Processor 68000 (16-Bit) Colors Available 65,536 

Processor Speed 14 MHz Colors On-Screen 4,096 

Resolution 320 x 224 Maximum Sprites 380 
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The Game Gear TV Tuner 
allows you to watch television 
and even videos with line-in! 


Sega has always maintained a 
leading position at the forefront of 
game design, so it's not surprising 
that the company has entered the 
portable gaming competition with a 
dedicated system of their own. 

The Sega Game Gear uses a sys¬ 
tem configuration that is similar to 
the normal Sega 8-Bit, yet better in 
many other ways. It has a much 
larger palette of colors, can put 
more on the screen and even can 
play head-to-head linked games! 


The Game Gear can also be 
expanded through the use of an op¬ 
tional TV tuner which runs for about 
85 bucks. This allows you to not 
only watch your favorite shows on 
the go, but you can also connect a 
VCR and watch video tapes as well! 

The first batch of Game Gear 
games are very similar to the Mas¬ 
ter System games in appearance 
and play. Since the machine does 
not boast any special features like 
scaling or rotation, it is questionable 
as to how popular the system will 
become in Japan or America if it is 
ever released. Most people like to 
experience new and better thrills. 
The Game Gear, while very attrac¬ 
tive is, quite honestly, a step back¬ 
wards from the Genesis. 

The Game Gear will put Sega on 
the hand-held map, however, with a 
decent machine that may be a step 
backward, but nevertheless does 
boast impressive specs and full 
color. 



Wonder Boy appears once 
again, resembling his first 
outing on the Master System! 



The Sega falling-pieces puzzle 
game Columns is also available 
for the 8-Bit hand-held! 


Sega Game Gear Specifications... 


Processor 

Z-80 (8-Bit) 

Colors Available 

4,096 

Screen Size 

3.2 Inches 

Processor Speed 

3.58 MHz 

Colors On-Screen 

32 

Games 

30($20) 

Resolution 

160x146 

Maximum Sprites 

64 

Price 

$130.00 
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To see the end of the game, use 
DAVIDWHITE 


Other codes that you can try 
include AAAAAAAHAA to start 
with six balls, or AAAAAAAAHA 
to begin play with eleven balls! 


THUNDER FORCE 3 

(Technosoft/Genesis) 
Power-Up Weapons - Thunder Force 3 
is filled with some of the most intense 
power-up weapons ever seen on a 
game screen! Now you can collect all 
five parts of this awesome arsenal by 
using the following command. 
During play, at any time, press the 
'Start' button to pause the game and 
then presslks. Hit 'Start' once again 
to un-pause the game and you will 
now be able to select from any of the 
weapons available! Remember, this 
trick can be done at any time! 

Jim Polak 



Get a new weapon not 
in the instructions! 
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THEY TOLD YOU 
IT WAS STRANGE 
AND POWERFUL. 




MEGA MAN 3 

(Capcom/Nintendo) 

Secret Game Codes - Mega Man 3 uses a grid pass- 
code system similar to the one used in part two. 
We've discovered two codes that will help you warp to 
higher levels of the game almost instantly! The first 
code takes you to the second stage in the game where 
you meet the Mega Man 2 Bosses in their new power- 
up suits! The second code takes you right to the front 
steps of Dr. Wily's Death Castle. What exactly is Wily's 
role in this mayhem! Now you can find out! 



Enter blue A,3 B,5 
D,3 F,4 to reach this 
point in the game! 


& rfi _>ff>^ 


To go to Dr. Wily's 
fortress, enter blue A, 1 
A,3 B,2 B,5 D.3 F,4 


V'S 

(NEC/TurboGrafx) 

Special Power-Up Trick - Y's is a very 
difficult game, but with this hint you will 
be able to max out your experience with 
little effort! On the second quest, you 
must first obtain the Fire Wand. Then go 
to Ranee Village and go to Jira's base¬ 
ment. Go to the back of the room and 
stand in the doorway to the divine area. 
From here shoot at the monsters to 
increase your ex¬ 
perience and mon¬ 
ey. Periodically 
go recharge your 
magic at Bernice's 
house! 


MEGA MAN 3 

(Capcom/Nintendo) 
Receive Nine Energy Tanks - 
For those of you that like to 
play through an entire game, 
here’s another Mega Man 3 
code that, instead of pushing 
directly into the higher levels, 
starts you with nine energy 
tanks instead! Simply put in 
the code shown below and go 
for it! 



BOULDERDASH 

(JVC/Nintendo) 

Passcodes to Higher Levels - Boulderdash is a 
very complex puzzle game that can be downright 
difficult at times. Fortunately, with these codes, 
you can boost your status 
in the game immediately 
by punching in these 
codes for each of the 
game levels: 


Ice World - 635870 
Sand World-840137 
Ocean World - 840967 
Relic World - 225378 
Volcano World - 752053 



Go for the ending in 
Boulderdash! 


Ryan Kinzer 
East Peoria, IL 



Begin the trick at the 
opening screen. 


VS 

(NEC/TurboGrafx) 

Gold Bonus - When you start your 
quest you're given 1000 gold. Go to 
Pin's trade shop and buy the sap¬ 
phire ring for 1000. Next, go to the 
bar and talk to the one-eyed man. 
He'll then reward your efforts by giv¬ 
ing you 1500 golf for his lost ring! 



LOCK N' CHASE 

(Data East/GameBoy) 

Special Level Warp - During the title 
screen, press the 'A' button twice, then 
'B' twice, then the 'A' button once and 
finally press 'B' twice. The word 
"Extra" will appear and the game will 
start on level 7-1! L iy3iS?o I W\.f8?i»«>o 
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THEY TOLD YOU 
IT WOULD 
PULL YOU IN. 
DEEP. 





VAUS 2 

(NEC/TurboGrafx CD-ROM) 
Music and Act Select - To see and 
hear the intermissions and music 
in this exciting game, press 'Up', 
One, 'Select', Two, Down' and 
then 'Run' on the title screen. A 
menu will appear that allows you 
select 
I different 
| areas and 
sounds. 

Yao Hui Yu 
NY, NY 


End the game in the form of 
Grant Dynasty 




End the game in the form of 
Sylpha Belmedes 

Remember, when you enter 
these codes, like the one that 
finishes as Alucard at the left, 
you must register your name 
as MARTIN (yes, after Martin 
Alessi) or the codes will not 
function properly! 



































THEY TOLD YOU, 
BUT YOU DIDN’T 
LISTEN. 


And now you’re lost. Inside Arm yourself with your favorite 

Super Glove Ball.' The futuristic controller. Or punch up the 
video game for your NES7 intensity with the Power Glove.' 

A 3-D odyssey that’s woven to- Super Glove Ball. Plug it in. 

gether in an awesome And consider 

maze of challenges. C yourself warned. 

GUMKBALL 

ENTER AT YOUR OWN RISK. 


NINJA SPIRIT 

(NEC/TurboGrafx) 

Secret Modes - This is a thrilling 
game of Ninja combat action. It is 
very challenging, but also contains 
some surprises we have discover¬ 
ed! With these input codes you 
will be able to adjust your game in 
several ways. You must input 
these codes during the title screen 
for proper operation! 


For the level select, press 2, 1, 
2, 2, 1, 2, Select and Start 


For a special message, press 1, 
2, 2, 1, Select, Start or 2, 1, 1, 2 


BLOODY WOLF 

(NEC/TurboGrafx) 

Level Select - There is a simple 
way to warp past the earlier 
rounds and go right to the end of 
the game. During the title screen, 
press button 2, 1, 1, 2, 1, 2, 2, 1 
and then press the pad Up for the 
first level, Up-Right for level two, 

Right for level three, Down-Right level seven, and Up-Left to 
for level four, Down for level five, begin at the last level. Your 
Down-Left for level six, Left for mission is almost over! 


PALAMEOES 

(HOT-B/Nintendo) 

Sound Test - To access the I 
different sound and background 
music selections for this puzzle j 
game, hold both the 'A' and 'B' 
buttons simultaneously during I 
the title screen before pressing 
the ’Start' button. While still 1 
holding both buttons, press'Start' cursor up and down seven 
and a menu will appear that different sound tests! 
allows you to then move a special 

































WHERE CAN I BUY JAPANESE VIDEO GAMES? 
PROM SCI, THE AWESOME VIDEO GAME STORE!! 

Introducing the SCI Video Game Service, bringing you the best video games from around 
the world! No matter which systems you own, SCI has the games you want at a price that 
won’t send you into orbit! SCI is the largest importer of video games from Japan, working to 
bring you high-quality products months before they arrive on store shelves (if they will 
arrive at all)! Check out our lists of games and you'll agree that SCI is the only place to turn 
to for your Japanese games and systems! 

CALL THE SCI VIDEO GAME SERVICE FIRST!! 


1 - 816-741 

Call today for the lowest prices on Japanese video 
games compatible with the Sega Mega Drive, NEC PC 
Engine, SNK Neo-Geo as well as a wide selection of 
American games! We can get almost any Japanese 
games at competitive prices, so call SCI first! 

SEGA MEGA DRIVE PICK-HITS!! 



WHY SCI IS THE BEST... 

We specialize in Japanese 
games and systems! 

We buy direct from Japan and 
pass along our savings to you! 
We have most games and 
systems in stock NOW! 

You can also pre-order exciting 
games and systems not released! 



STRIDER 


The hot arcade action game comes 
to the Sega 16-Bit as the largest 
cart yet: a full eight meg! Superb 
graphics and plenty of challenge! 

ONLY $79.99 


A spectacular shooter with vivid 
graphics, smooth animation and 
lots to shoot. Boss creatures fill the 
screens of five levels of battle! 

ONLY $79.99 


SHADOW DANCER 


The sequel to Shinobi brings the 
hero against all-new bad guys with 
the help of a special attack dog! 
Sizzling graphics and game play! 

ONLY $79.99 


INSECTOR-X 


Other Mega Drive Titles... 


Osumatsu 

Action 

$54.99 

Curse 

Shooter 

$69.99 

Final Blow (Boxing) 

Sports 

$74.99 

Rambo 3 

Shooter 

$59.99 

Basketball 

Sports 

$69.99 

Psy-O-Blade 

RPG 

$74.99 

Super Military 

Simul. 

$64.99 

New Zealand Story 

Action 

$72.99 

Sorcerian 

RPG 

$62.99 

Crackdown 

Maze 

$79.99 

Darwin 4081 

Shooter 

$67.99 

Whip Rush 

Shooter 

$74.99 

Super Monaco GP 

Driving 

$74.99 

After Burner 2 

Shooter 

$74.99 

DJ Boy 

Action 

$69.99 

Power Drift 

Driving 

$74.99 

Atomic Robo-Kid 

Shooter 

$69.99 

Twin Hawk 

Shooter 

$64.99 

Fire Shark 

Shooter 

$79.99 

Shadow Blasters 

Action 

$74.99 

Columns 

Puzzle 

$74.99 

Junction 

Puzzle 

$74.99 

Hellfire 

Shooter 

$74.99 

Phelios 

Shooter 

$79.99 

Dynamite Duke 

Shooter 

$74.99 

Monster Lair 

Shooter 

$79.99 

E-SWAT 

Action 

$74.99 

Rainbow Island 

Action 

$79.99 

Wrestle War 

Sports 

$74.99 

Gain Ground 

Maze 

$74.99 


) change policies, j 
















FACT-FILE 

Manufacturer: Konami 
Machine: NES 
Cartridge Size: 3 meg 
Number of Levels: N/A 
Theme: Action/Adventure 
Difficulty: Above Average 
Number of Players: 1 
Available: October 1990 


Unlike Castlev 
part Three exp! 



iW-'C wjtnM 


| STEVE 

ED 

MARTIN 

SUSHI-X ] 

I Castlevania may be an old 

1 concept, but in Dracula's 

Castlevania 3 is a pretty 
good game from start to 

As a hardcore Castlevan¬ 
ia fan, this is definitely 
vampire at its 

best. UrJmRHEraph 
and AEp^^Bund- 
track co^^^^^He ori¬ 
ginal Alter 

egos and a huge quest 
make this a great, game! 

A return to the original 
format certainly warms my 

1 Curse Kona|^^£proven 

4 the^^H^Apke 

work. ^En^Hst 
characte^E^^^yie op¬ 
tions an^|^0^ics are 
. some of the best the NES 
L has (or will) ever see! 

finish. Th^^faab^s and 
music and 

the que^H^^^nter- 
tainmg^Vp^^ne and 
two. Vl^^j^Pse fam¬ 
iliar, part three is still very, 
very good. 

heart, as I^aa^^^o one 1 
drives a^^H^^Lgh it! 
This int^^K^^Hnture 
is loade^EB^^Kcters 
and cre^|^^Prc! You 
can even assume other 
identities! A must! J 





























Play bombardier in 
the Hover vehicle! 


Snag a few Wave weapons to 
help in your grueling fight! 







netic disruptor pistol and a super¬ 
human jump (up to l 3 /4 screens)! 

Are You Sty Enough to Seixe 
Enemy Vehicles & Weapons? 

Capture the Hover, Walker, and 
amazing Spider vehicles! Freeze 
the enemy with your EMDP, then 
jump on and stab the robot driver. 


T&XAIM 

Consumer Division 


Climb on ceilings using the Spider vehicle! 
Spray bullets with the help of the Walker(L). 


With these vehicles you'll have 
loads of weapons and you can 
pilfer even more: a Bomb, Fireball, 
Boomerang, and the mighty Wave! 

With Low G Man you get 
blazing action, detailed scrolling 
backgrounds, infectious music, 
multiple levels, heavy power-ups, 
infinite continue & a password. 

Can You Handle "Low G Man ? 

If you're ready for a game that 
gives you everything and only 
asks for your extreme concentra¬ 
tion, then watch for Low G Man. 


Do You Have the Savage Instincts 
Required to Save the Countries of 
United Earth from War-Craxed Robots? 

The lives of trillions depend on 
you - Low G Man, the most extra¬ 
ordinary warrior alive. If you are 
to succeed in your mission, you 
must master the deadly armor¬ 
piercing spear, an electro-mag- 














FACT-FILE 


Manufacturer: Capcom 
Machine: Nintendo 
Cartridge Size: 2 meg 
Number of Levels: 19 
Theme: Action 
Difficulty: Average 
Number of Players: 1 
Available: October 






The Final Fight... 

The Street Fighter saga, started in 
the arcades a couple of years ago, 
continues in a new Nintendo sequel. 
In this game you are Ken, the 
greatest street fighter in the world. 
After a successful world tour, you 
enrolled in Bargham University. 
While there, you and your best friend 
Troy discovered a revolutionary new 
substance called Cyboplasm. This 
product had the ability to make a 
person several times stronger than 
normal! One day Ken returned to his 
lab only to find it completely 
destroyed, the Cyboplasm formula 
stolen and Troy killed. You now 
must travel to the frontier lands of 
the future, retrieve the stolen secret 
and capture the killer. 



Use your unique climbing skills 
to progress through the game! 


In Street Fighter you 
must travel through 19 

levels on 5 different 
planets in search of the 
stolen formula. Each 
level contains numer¬ 
ous enemy and Ken 
must use his martial 
arts skills to defeat all 
who oppose him. After 
each successful battle 
Ken obtains a Neutron 
Pod and this gives him 
additional energy to 
use in the next level. Once all of 
the enemy in the level are beaten a 
teleport opening is created and 
Ken has to quickly find the opening 
and jump into it before it disap¬ 
pears! Each level is several 
screens wide and high and set in a 
side-view perspective. Besides the 
standard kick and punch moves 
there are flips and summersaults 
borrowed from Capcom's mega¬ 
arcade hit Strider. Noteworthy is 
the ability to grasp and climb 
vertical surfaces in a manner 
similar to that used in Ninja 
Gaiden. The enemies are plentiful 
and the end of planet bosses are 
difficult to overcome. 


Top Score Tips!! 

Always keep moving, or the en¬ 
emy will track you down. It's also 
important to learn the play tech¬ 
nique and master the fighting and 
climbing maneuvers. 



Animated cinema displays 
break up the action! 


STEVE 

ED 

MARTIN 

SUSHI-X 

Final Fight bears no re- 
semblence to the recent 
coin-op intjm^^tin, but 
neverths^^N^Es out 
as an oi^Kg^Kxam- 
ple of play! 

The g1^||^^rcult to 
learn, but once you get it 
down 2010 is a great ride! 

Capcom's answer to fight¬ 
ing games is here, but it is 
only for tl^^j^^ Final 
fam¬ 
iliar eleme^^^^i good 
action gam^^m the tech¬ 
niques used are 

overly complicated and 
detract from the game. 


Final Fight is a great 
game that plays hard and 
fast, a qual^y^^tound in 

0 f||^^^H^NES 

a sequa^Hv^^Lde hit. 
but it's^^H^^^vorthy 
sequel to Strider mega 
challenge! 

This game is for skilled 
players because of the 
complexit^Ob^DDoves. 

CapcomJH^^N have 

created tn^^Hewer to 
GaiDen, with 

intermis^^E This may 
be the ultimate challenge, 
but hardly the final fight! 
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(Nintendo) 


Available Now! 


radition of Skill GameH\ 

Bad ""News Baseball Is the new cartoon-stlye, 
utra^eou ! . funny, baseball game' Choose boys teams 
or girls teams, and get ready to laugh. 

Tecmo Bowl ’ gives you totai control of key players as 
they charge for the winning trophy using the game plan 
that yotf select! 

In Ninja Gaiden II is the continuing action adventure 
of Ninja Ryu and The Evil Ashtar. Lightning, snow, rain, 
wind and ice challenge your Ninja skills. 


ri|MBI|m^uce another sure winner 

game for the Nintendo Entertainment System - , 
featuring outstanding graphics, realism, and control 
that will keep you on tw edge of your seat! 

With Tecmo World Wrestling, you can pin your 
opponent using 36 wrestling moves. You control the 
action to achieve tBe world championship. 

Work your way to the playoffs as you plan your 
strategy as a coach or player in Bad News 
Baseball ' 1 or Tecmo Bowl ' . 


Victoria Business Park, 1800S & Adria Mi 


Lane, Carson, CA 90746 USA PHONE: (213) 329-5880 FAX: (213) 329-61: 

nent System are registered trademarks of Nintendo of America Inc. 









PACT-FILE 

Manufacturer: Ultra 
Machine: Nintendo 
Cartridge Size: 4 meg 
Number of Levels:xxx 
Theme: Action 
Difficulty: Average 
Number of Players: 2 
Available: October 1990 



Turtle Power... 

Our favorite heroes in the half 
shell have returned to the NES in 
a second adventure. This time 
Konami, under their Ultra brand, 
has pulled out all of the stops and 
attempted to duplicate, and even 
surpass, their current arcade hit. 
And in some respects they have 
as there are new levels in the NES 
version not found in the arcade 
game. Also throw in a full 4 meg 
of memory plus the MMC3 chip 
and you have some of the finest 2 


ultaneous play 




Take out the followers of the 
evil mastermind, Shredder! 


Konami has taken 
their very popular 

TMNT arcade game _! 

and converted it to 
the NES. Set in a 3/4 
side perspective you 
and a friend must 
fight your way 
through 7 levels 
packed with dozens 
of Shredder’s Foot 
Clan in this Double 
Dragon-type game. 

Each turtle uses his 
favorite weapon and 
moves and fights at a different 
rate of speed. You have severa 
different moves at your dispo¬ 
sal, each with varying levels of 
less. The jump and 
slash, for example, packs twice 
ttack power as the plain 
move. The action begins 
the streets and progresses 
horizontally and vertically 
through the sewers leading to 
the Technodrome. The NES 
ven has levels not 
d in the arcade ga 
intermissions, large 
and a constant flow of 





» * * 


TOP SCORE TIPS! 

The most effective move in TMNT 2 
is the jump and slash technique. Do 
this by hitting both buttons as you 
approach an opponent! 



STEVE 


This game truly does push 
the Nintendo into foreign 



this doesn't detract from 
the great play. Awesome! 


ED 


The turtle quartet never 
looked better than they do 
In this sud&^^^I! The 

action 

straight^Kr|^Hi the 

previou^^^^^Ve, but 
as an Turtles 

has the perfect blend of 
graphics and action! 


■ 

MARTIN 


April is saved! Or is she? 
Only the turtles know! 


Konami is pushing the 
NES to its limit, with this 
hero in a J^^^iabyte! 

E with 

smooth char¬ 
acters back- 

groundl^^^^m of the 
arcades. Fun as 2 player 
if you put up with flicker! 


SUSHI-X 


Take away the Turtle 
characters and how would 


this gamj 
same! 
this noi 
game ext 

players!* _ 

me! This is no turtle soup! 
Cowabunga, dude! 


gam^^^2 

1 arm 

■rj'BerejJ: arc 


The 
iut of j 
'cade 
fer two 


imazes 







































I here's no time to 
waste. Alien forces are 
threatening to destroy 
humanity and you’re the 
last hope. 

Simulation flight drills 


most critical battle in 
space history. 

You’ll have the most 
powerful arsenal of 
weapons at your defense. 
But even then, you’ll have 


train you for combat, but to give it everythir 
nothing can prepare you you've got to stop the 
for what's to come in the enemy and return alive. 


Save yourself and 
you’ll save mankind. 

Image Fight—judged 
a hands-on favorite by 
the Nintendo Game 
Counselors for play on 
your NES. 




IREM AMERICA CORP 

Irem America Corporation 
8335 154th Avenue N.E. 
Redmond, WA 98052 
FAX: (206) 883-8038 


(NinlendiO 




(Nintendo) 


©1989 Irem America Corporation. Nintendo and Nintendo Entertainment System are trademarks of Nintendo of America Inc. 













FACT-FILE 

Manufacturer: SunSoft 
Machine: Nintendo 
Cartridge Size: 2 meg 
Number of Levels: 5 
Theme: Adventure 
Difficulty: Average 
Number of Players: 1 
Available: October 1990 


Don't add 
water! 

One of this sum¬ 
mers box office hits, 
Gremlins 2. is com¬ 
ing to the stores this 
fall as a video 
game. Sunsoft has 
taken furry little Giz¬ 
mo and put him in 
the middle of a 
whole new batch of 
trouble! The game 
begins as Gizmo 
escapes from his 
cage in a genetics 
engineering lab. On 
his own in the tow- 


Fester's Quest! You 
must explore each 
level, locate the 
escape route and, if 
required, take on 
the genetically-alter¬ 
ed Gremlin Bosses 
that stand in your 
way. 

In subsequent 
rounds Giz is outfit¬ 
ted with additional 
weapons and pow¬ 
ers. Because this 
time Gizmo’s mak¬ 
ing sure the Grem¬ 
lins are put back in 
their place! 


genetic labs, the Gremlins that take 
control of Clamp Tower don't make 
Gizmo's life any easier! 

In addition to some detailed graph¬ 
ics and intermissions, Gremlins 2 is 
filled with the scrolling action adven¬ 
ture environments that Sunsoft has 
made famous in Blaster Master and 


Between levels Gizmo's 
adventures unfold in cinemas! 


During your adventures, Gizmo 
will encounter Boss Gremlins! 




STEVE 

ED 

MARTIN 

SUSHI-X 

Even though Gremlins 2 
boasts some superb gra¬ 
phics ancUntermissions, 

the well 

executei^^^^Bnin after 
awhile. Iti^^^iliar terr¬ 
itory thaJ^^F have been 
more involving. Good as 
an adventure game. 


Gremlins 2 takes all of the 
best parts from Blaster 
Master anc^^^^s Quest 

and throAHWBss'ng 
elementhave 

been. ^^A^^Eutiful 
interm^A^^^rots to 
interact with, and plenty of 
challenge - a great game! 


Sunsoft seems to be the 
only company who can 
bring mov^^^^iames. 
Gremlin JffipPjSAte 

Fester's, ^By^Rxcep- 
tion of ^Mn^^A cellent 
cinem^^A^^^ great 
graphics and sound, as 
well as challenging play! 

Sunsoft is the only com¬ 
pany that can make good 
movie-bas^U^i^! Giz¬ 
mo musj^H^^Dv too 
many m^B^^Forms. 
howeva^^F^^Lis top- 
notch a^^|^^Fanima- 
tion is fantastic! Don’t 
play this after midnight! 
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KNIGHT TAKES ROOK 


KNIGHT OBLITERATES ROOK! 



I orgetyour old man's game! This is chess like 
you've never played it Because Battle Chess” 
isn't a game—it's war! 

Now when you capture an enemy's soldier, 
the struggle unfolds in 3-D animation. Knight 
versus knight has never been so exciting! 

Six levels of play make Battle Chess a chal¬ 
lenge for veteran chess players as well as the 
novice.Want to concentrate on strategy—then use 
the 2-D overview. And when you're ready for action, 
switch to the colorful 3-D graphics and digitized 
sound effects! 

Take battle strategy into the 21st century with 
Battle Chess! And leave the chess board behind. 



1850 Uttle Orchard Street 
San Jose, CA 95125 
Phone (408) 286-7074 


(Nintendo) 



Nintendo and Nintendo Entertainment System are registered trademarks of 
Nintendo of America Inc. 



Battle Chess: TM1988 Interplay 
Productions, Inc 
© 1990 Data East USA Inc 
















FACT-FILE | 

Manufacturer: Natsume I 
: Machine: Nintendo 
Cartridge Size: 2 meg 
! Number of Levels: 5 
Theme: Action 
Difficulty: Average 
Number of Players: 2 
Available: October 1990 

It's 2029 4.O.... 

In the not too distant future things 
are very different than they are now. 
The U.S. is not a democratic society 
anymore as it is ruled by the 
Emperor Garuda. Many people have 
tried to overthrow Garuda but all 
efforts to penetrate his stronghold 
have failed. That is until now. 
Reports have reached Garuda that 
two ninjas of superhuman abilities 
have penetrated the outskirts of his 
compound's defenses. He now is 
worried but knows that you are 
coming. His army of soldiers awaits 
you. Despite this, you must infiltrate 
his 5 level fortress and finish the 
mission. Only then will peace be 
restored to the country. 



Use your Ninja skills to over¬ 
come tobstacles in your path! 




You’ve done it! You're 
at the perimeter of 
Garuda's fortress and 
armed with the wea¬ 
pons of Ninjitsu - Ka¬ 
tana (sword), Shu- 
riken (throwing stars) 
and Kusarigama (sick¬ 
le and chain) you must 
now take on a constant 
barrage of ninja mer¬ 
cenaries dead set on 
finishing you off. Your 
skills are put to the 
ultimate test as your battles take 
you across a fleet of derelict ships, 
down through dark sewers, to the 
rooftops of his city, up into the 
skies on his air fortress and finally 
to his inner sanctum. The enemy 
necessarily becomes stronger as 
you approach Garuda, but you can 
even the score by picking up 
hidden scrolls which may be used 
for added firepower. Up to three 
scrolls can be used per weapon 
and each progressively increases 
the weapon's range and effective¬ 
ness. These, along with bombs 
and two types of healing potions 
are found inside Item Boxes 
located throughout your quest. 


Survive through an entire level, 
consisting of 3 separate stages, and 
you must then take on an end boss 
almost a full screen high! Beat him 
and move on to four more levels 
before you confront Garuda himself. 



Many of Garuda's Bosses fill 
the screen...like this tank! 


STEVE 


MARTIN 


SUSHI-X 


Shadow of the Ninja is a 
tremendous first effort 
from Natsu|^^^3e gra- 

ijdHP^^ra are 

incredibl^^u^Pconfig- 
uration^M^^Mj have 
the l^^^^^expect 
in a first-rate title. Expect 
big things from Natsume! 


This is a great Ninja fight¬ 
ing game that has more 
action tha^^u^gr top- 

notch 

GaiDen !^Rd|^Finema 
display^^F^^Sdow a 

little, fight¬ 

ing game play from start 
to finish, this is a winner! 


Shadow is a very good 
ninja combat game. I love 
the conceD^njUb^game 

ancjS^^^Hbs are 

some of tne^^^Fnsider- 
ing it use^Hty MMC1. 
Shadow i ^^F short as a 
two-player, however, with 
slow down and flicker. 


NOT just another ninja 
game, but the best one 
since Gai^a^^^o can 
buf^HI^^L lone 
ninja. the 

charac h^SW^^p n and 
new mt^^^^^Kimbine 
to make this non-stop 
entertainment! 
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hysterical challenge ever. 
It’s coofcave action for one 
to six.pla^grs! 


join the Caves of Fame; losers 
* join the fossils! 

,^•4 % Struggling to sur- 
gj % vive has never 

' i*i IjPj k * 3een s0 f UT1 - Cet 

^ bashed, beaten, 

I fgPMp B^^ chased and 
eaten in the 

greatest pre- 


W elcome to sports 
training - 2 million 
B.C.! Forget jogging ^ 

and weightlifting- ^ 
Caveman Games is 
serious athletics. Six | 

radical Neanderthals 
compete in hilarious and tj 
dangerous events. Winners 





Mega Man 3 is a win¬ 
ner from beginning to 
end. Na^^^Jo you 
get tt^^p^^^nt 
the olfi^me^Hu get 
new more 

than ^fj^^Rbattle 
Looks great and plays 
even better! 


Mega Man 3 is better 
than the first two put 


eth^^^^^ The 
but 

II^He^Mwith 

new ^^^^^plearn 
and not to 

men-tion a surprise 
ending! Great fun! 


Mega Man’s back and 
he's mega hot, with 
everythin^^^^e come 
to exp^HIHfcMega 
Man big 

chara^^P^^pes to 
dest^|p^^>ecial 
powers to gain. One of 
my favorite of the year! 


Here's a guy that just 
keeps getting better! 
Mega M^^^he hip- 
pest 

acter^^^^Kquel 

only^^E^^p his 
hero^^^^Pentastic 
gra-phics and play that 
can't be missed! 


STEVE 


ED 


MARTIN 


SUSHI-X 


Cartridge Size: 3 meg 
Number of Levels: 21 
Theme: Action 
Difficulty: Average 
Number of Players: 1 
Available: November 1 


m 


Manufacturer: Capcom 
Machine: Nintendo 



















GAME HATCH NEWSLETTER 

YOU'VE HEARD ABOUT 50 TO 100 GAMES IN ONE CARTRIDGE, NOW LEARN ALL THE DETAILS. 
GAME WATCH NEWSLETTER IS THE SOURCE FOR THE LATEST UNDERGROUND NEWS ON 
NINTENDO* AND OTHER GAMES AND ACCESSORIES. IT IS A UNIQUE NEWS SOURCE THAT PULLS 
NO PUNCHES AND GIVES THE LATEST GOSSIP AND NEWS THAT CANNOT BE FOUND ANYWHERE 
ELSE. 


★ LEARN HOW TO BUY NEW GAMES, BEFORE OFFICIAL RELEASE, BELOW RETAIL 
AND EVEN WHOLESALE PRICES 

★ FIND OUT ABOUT OVERSEAS SOURCES FOR GAMES IN THE ORIENT AND 
ELSEWHERE 

★ SEE HOW SOME PEOPLE ARE PAYING AS LITTLE AS $2.00 TO $4.00 PER GAME 

★ GAMES LIKE TETRIS II, SUPER MARIO INVISIBLE FANCY, STAR SOLDIER, DEVIL WORLD, 
GOONIES, NINJA ADVENTURE. AND MANY MORE. 

★ DISCOVER WHAT IS HAPPENING BEHIND THE SCENES AND IN OTHER COUNTRIES 

A 75 MINUTE VIDEO TAPESHOWING AND DESCRIBING MANY OFTHE ABOVE GAMES IN ACTUAL 
ACTION, MULTIPLE GAME CARTRIDGES, AND MORE IS ALSO AVAILABLE FREE WHEN A TWO YEAR 
BIMONTHLY SUBSCRIPTION TO THE GAME WATCH NEWSLETTER IS PURCHASED. THE VIDEO TAPE 
IS A $24.95 VALUE AND IS AVAILABLE IN VHS ONLY. ORDER BOTH NOW BY CALLING: 

1 -900-990-0606 $16.50 PER CALL 

BUY A SIX MONTH SAMPLE SUBSCRIPTION TO THE NEWSLETTER WITHOUT THE TAPE BY CALLING: 

1-900-990-0707 $5.00 PER CALL 

REMEMBER, THE ABOVE CHARGES WILL BE AUTOMATICALLY ADDED TO THE PHONE BILL OF THE PHONE 
FROM WHICH THE CALL IS MADE. WHEN CALLING, BE PREPARED WITH YOUR FULL NAME, ADDRESS 
(INCLUDING STREET, APARTMENT NUMBER, AND ZIP CODE) 

OR OBTAIN BY USING THE ORDER FORM BELOW. FOR CUSTOMERS IN NEBRASKA ADD LOCAL SALES TAX 
OF 6V 2 % ALL TELEPHONE ORDERS ARE SHIPPED POSTAGE PREPAID WITHIN 48 HOURS. MAIL IN ORDERS 
TAKE 7 TO 14 DAYS. NO COD ORDERS. U.S. FUNDS ONLY. 


DONT WAIT!!! THESE INTRODUCTORY PRICES WILL NOT LAST! 111 

•NINTENDO IS A TRADEMARK OF NINTENDO OF AMERICA. INC. 


FOR FREE INTRODUCTORY ISSUE AND MORE 
INFORMATION, SEND 25<t FOR POSTAGE TO: 


PLEASE PRINT: 


GAME WATCH NEWSLETTER, INC. 

5078 SOUTH 108TH STREET, SUITE #126 
OMAHA NEBRASKA 68137-2314 


Addre 
CHy . 
Zip: _ 


Age:- 




FACT-FILE 

Manufacturer: Culture Brain 
Machine: Nintendo 
Cartridge Size: 2 meg 
Number of Levels: 4 
Theme: Action 
Difficulty: Average 
Number of Players: 1 
Available: October 


THE WARRIORS 
RETURN... 

Eons ago there existed two very 
different worlds. One was a peaceful 
planet while the other cared only 
about war. Fortunately, each resided 
in its own separate dimension how¬ 
ever, when the Red Star appears, a 
bridge would open up, cross the two 
dimensions, and connect the two 
planets. During the last merging an 
evil warlord named Demonyx cross¬ 
ed over and attempted to conquer the 
peaceful planet. At that time a brave 
warrior named Dragon Road drove 
Demonyx back into his dimension. 
The Red Star now appears again and 
Demonyx has returned. Only you 
and your four Flying Warriors can 
drive Demonyx back for good! 



Battle through scrolling lands 
filled with opponents! 




Flying Warriors 
continues the battle 
between good and 
originally started in 
Flying Dragon. In this 
updated version you 
begin the game with a 
test of your proficiency 
at various martial arts 
offensive and defen¬ 
sive moves in the Bat¬ 
tle Mode. This practice 
prepares you for the 
upcoming fights you 
will have with the end of round 
bosses. Once you pass this prac¬ 
tice session you begin your quest. 
Set In a side view perspective, the 
Journey Mode scrolls both horizon¬ 
tally and vertically and your goal is 
to gather the 5 pieces of the Man- 
dara Talisman as only with this 
special weapon completely assem¬ 
bled will you have enough strength 
to take on Demonyx himself. To get 
all the pieces you must find and talk 
to different messengers who will 
give you clues. In addition, many of 
the enemies you encounter will also 
be hiding important items and only 
when you have everything can you 
proceed. Secret rooms, locked 


doors and special power ups, are 
scattered throughout your quest. 
The enemies are strong and 
numerous and will have you 
relying on the password continue 
feature for quite some time. 


Use the techniques you've 
learned to beat the Bosses! 


STEVE 

ED 

MARTIN 

SUSHI-X 

While it's easy to 
appreicate what went into 
Flying Di^^^^^aining 
doesn'tJH^^Hp the 
action. Tn^^He play is 
decent, J^Wne Boss 
encounj^^^ill appeal 
more to the realistic than 
the hack and slash fan! 

This game is Ninja 
GaiDen with an obvious 
strategic^^j^^^ While 
a pace, 

learning th^^^^ moves 
is an int^^Bng way to 
introdugJBem, it slows 
the game down more than 

1 would have liked. 

This is not your typical 
kung fu game, it has 
more featym^nc^ bit of 

roleplayi^m^^V things 

interestin^^^^Kid that 
FW has aj^^^offergood 
graphic^^^s you must 
locate to pass certain 
areas,plenty of 


Flying Warriors offers 
more than your typical 
action with 

advanc^^^^^Hhmque 

that mus^^^^earned 
before its ^^^rWon't win 
awards,^Be solid entry 
that stands apart from 
similar efforts. 
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FCI Phone Counseling 

OTLINE 

( 312 ) 968-0425 

8 am - 7 pm Central Standard Time 


• Get the latest tips, scores and 
info about FCI video games 

• Find out about new FCI games 

• Put your name on the FCI 
mailing list 


FCI® 

Fujisankei Communications International, Inc. 

150 East 52 Street, NY, NY 10022 

Dr. Chaos, Zanac and Lunar Pool are trademarks 
of Fujisankei Communications International, Inc. 
Ultima is a trademark of Richard Garriot. MagMax 
and Seicross are trademarks of Nihon Bussan 
Co., Ltd. These games are all licensed for play on 
the Nintendo Entertainment System® 





As such, all you have is your stan¬ 
dard police special and your street 
smarts but fortunately, the thugs 
aren't too smart and this is a good 
training ground for perfecting your 
talents. Take out the firs^Boss 
Helicopter above the city and^Pri 
your promotion. The second lev¬ 
el takes you into the Cyber Pri¬ 
son and you run into your first 
taste of cyborgs gone bad. This^ * 
gets you your ice suit and into 


you progressi 
All of which wi 
later levels v 


kJ 


FACT-FILE 

Manufacturer: Sega 
Machine: Genesis 
Cartridge Size: 4 meg 
Number of Levels: 6 
Theme: Action 
Difficulty: Average 
Number of Players: 1 
Available: October 19 


erve & Protect.. 




STEVE 

ED 

MARTIN 

SUSHI-X 

1 like E-Swat for what it is, 
a good straightforward ac¬ 
tion gam^^^^^^de ar¬ 
ray of ene¬ 

mies. N^^^^pitory is 
covered but the 

game is^^^^most of the 
way. Not like the arcade, 
^but most fans will like it. 

E-Swat is the first good 
attempt at an action 
shooter m^^^^yiesis. 

While it 

most respe^^^^ game 
just didn'^^K enough 
punch tg40o me going. 
Decent graphics, but a 
little short on play. 

E-Swat isn't bad, but it 
isn't a very intense or 
spectaci^^am^ither. 

The graphics and music 
are adequ^^Hsut the 
game pla^^fl f loo slow 
for me.trolls are 
awkward and the power- 
ups lame. 

Strap on your weapon, pin 
on your badge and go get 
'em! Nonjto^^on as a 
futuristic a 

city gon^Ksa^Hhreat 

action evol¬ 

ving mt^^^^Pnd flight 
pack make things interest¬ 
ing. No Batman? Get thisl J 
















DOES 



WHAT NIM 

INTRODUCING THE SI 












TENDON! 

VORD OF VERMILION. 



I. You start your journey in a 2. In the dungeons you meet 3 . You go inside buildings and 4. Inside a building you defend 5. When you're making your 

village, meet shopkeepers, buy a motley crew of characters, find customers walking around yourself with a sword of gold way through the forest to the 

supplies, weapons, and trade-in ail seen from your point-of- you can talk to. For more help, against hooded wizards sent by next town, you are attacked 

your armor for magic potions. view. On the right you see an enter a store, house or sacred the evil Tsarkon. by scorpions which you defeat 

overview of the whole area. place. with a circle of magic. 



6. You meet the mysterious 7 Advance into the fray 8. Weary from your journey, 9. You arrive at the Inn, where 10. Inside the Inn, you can 

Princess amidst all the pomp of against the dragon wielding you arrive at a restaurant you can find out important rest and recover from battles, 

this ancient court. Her two evil your sword of diamonds, using where you can eat. Look out information about what lies recuperate your health and 

chamberlains are advising her your controller and fighting in for poison. ahead. Be careful about who replenish your magic points, 

against you.,. realtime. you trust. 



You’re playing the most complex, most challenging 
adventure-role playing video game ever made—The 
Sword of Vermilion " Complete with battery backup— 
you’ll enjoy over 300 hours of nonstop gameplay as you 
use maps and playing hints provided from a 100-page 
for^ttowe^toTs^ ent^e^o ^elfoabnginstruction book to get you through 14 winding mazes 

encounter a fireball which you of Cartahena. Careful, there and 14 exotic towns. Plus you’ II battle your enemies in real 

must extinguish or destroy are more bad guys hiding in the . ' ' 

using the Magic of the elements, dungeon outside town. time. And when you explore the countryside and dungeons, 

the screen displays them from your own personal point of view. 

In the world of The Sword of Vermilion," your father, Erik the Fifth of Excalabria, was killed by 
the evil Tsarkon of Cartahena. >bur father’s trusted servant Blade took you into safekeeping as a baby, 
and now eighteen years later, it’s your mission to restore yourself and peace to the Kingdom. 

In your quest, you must find the Eight Rings of Good, look for the Book of Fighting Spells, 
mix magic potions from ingredients you must collect and use them 
to ward off the evil minions of Tsarkon. 

Explore Watling, Stow and Keltwick. Meet 
Mordegarde the Wizard and Bearwulf the loyal 
shield bearer. The Sword of Vermilion™ on Genesis 
from Sega®.. .You can’t do this on Nintendo? 






















GENESIS DOES IT ALL 






Thunder Force II Ghostbusters II' Alex Kidd: 

Enchanted Castle 


STRATEGY/PUZZLE GAMES: 









Dick Tracy’ 


























































Fire Shark is loaded with 
powerful weaponi 


STEVE 


This is the best vertical 
shooter the home market 
peeper 
| Fire 
I' out- 
■nesis! 

_ lies and 

play are intense and with- 
. out equal! 


■j shooter the home mar 

■ has ever se^^^^lee 

I hit in F 

■ Shark c 

|p standin g^M^^p ne 
I The wei^^^Res 


Use bombs to cover wide areas 
or save them for bonus pointsl 


Once again the Genesis 
proves that it can do just 
about and^uou can 
in Fire 

Shark and 

fun to c^^^^^Kgres- 
sive bonus 

points that add strategy to 
the mayhem! 


MARTIN 


When it comes to shoot¬ 
ers I prefer side-scrollers, 



levels to beat make this a 
real player's game. 


SUSHI-X 


Another bi-plane spitting 
energy beams shooter! 



is over, but If shooters are 
your thing, then sign up! J 
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FACT-FILE 

ManufactureriSages Creation 
Machine: Genesis 
Cartridge Size: 4 meg 
Number of Levels: 5 
Theme: Shooter 
Difficulty: Average 
Number of Players: 1 
Available: October 1990 


Beware of Alien 
insectoids... 

Imagine what would happen if the 
billions of insects in the world com¬ 
bined forces to take over the planet! 
Such a conspiracy is underway now! 
Somewhere, invisible and unnoticed 
to the human eye, a group of insects 
called the Belzers are to launch a 
final assault against man. All that is 
preventing them from their conquest 
is a small rebel band of bugs called 
the Insectors. Despite their great 
fighting skills, the Insector armies 
have been wiped out by their strong- 


or soldier 
stop the 


r and 
from 


Advance against alien insect 
armies in the jungles! 


armies that 
by human < _ 
explode from the ground and fill 
the screen, mosquitoes attack like 
jet fighters and Butterfly Bosses 
loaded with armor and weapons 
engage in fierce confrontations! 
As Kait, the lone Insector warrior, 
you must fight for your life against 
barbaric bugs bent on total 
conquest! 

In this side-scrolling shooter you 
begin your battle in a desert and 
press on against enemy agents 
occupying plateaus, cities and 
jungles! If you survive these chal¬ 
lenges, Kait makes his final attack 
against the enemy in the very 
heart of the Belzer Empire! 

Kaits begins his mission with a 
single shot pulse cannon, but by 
gathering power-ups left in the 
wake of certain aliens, this wea¬ 
pon increases in power! You can 
also obtain and carry a secondary 
weapon as well, which can also 
be powered-up four times. 


1-Ups and other icons also appear 
during your journey. 

Kait must traverse the five levels 
of danger and conquer the Belzers, 
or civilization, as we know it, will 
come to an end. 


As you journey through each 
level, capture power-ups! 


STEVE 

ED 

MARTIN 

SUSHI-X 

While 1 found Insector- 
X to filled with superb 
g r a p h i c^nrUnle n s e 
shootirj^^^^V was 
way to'^^^^^ninish. 
There's^^^^nough 
challeg^Por advanc¬ 
ed players, detracting 
from a stunning game. 



This game has a great 
original twist on normal 
shooter^^^^o me- 
chanid|HFE9 tar¬ 
gets. stuff 

that'^^ne^^k very 
h i 9 att e n - 
tion to detail. Plenty of 
action throughout! 


1 liked Insector X alot. 
Excellent graphics and 
very intei^^^mer ups 
blend£BM^Dfect 
play! ^^L^Dcom- 
plain^^^^BLf new 
shoc^^l^^rat the 
game is too short and 
the difficulty too easy. 


Insector-X is out to bug 
Genesis players with 
great gr^^^^ots of 
shootiiifl^^^Kt on 
co n ve^L^m ote r 
therr^^pi^^L>ur fly 
swat^^g^^^k this 
cart in, especially if 
you're a shooter fan! 
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PACT-FILE 

Manufacturer: Namco 
Machine: Genesis 
Cartridge Size: 4 meg 
Number of Levels: 7 
Theme: Shooter 


Rescue the princess.. 

Thousands of years ago the Greek 
nation was at peace. Without 
warning, Typhon, an evil god from 
the underworld, rose from out of the 
Earth and kidnapped Artemis, the 
goddess of the moon. He took her to 
his fortress to cause fear, hatred and 
unrest in the kingdom. As Apollo the 
sun god, must ride your flying horse 
Pegasus through 7 areas controlled 
by Typhon's mythological demons 
and monsters. Fight your way to Ty- 
phon’s castle for the final 
^confrontation and rescue Artemis. 


cepts with other blast¬ 
ers while adding a cou¬ 
ple of new features 
which make the game 
new and different. One 
option, which will ap¬ 
peal to the players who want more 
challenge, is the limited play 
mode. You have the option to 
select either an easy or advanced 
difficulty setting, but if you select 
the easy mode you only can play 


ed settings it is possible to play all of 
this game's fantastic rounds. 

Phelios, despite its unconventional 
storyline, is solid shooting action 
from beginning to end. All of the 
power-ups and Boss encounters you 
would expect from a solid shooter 
are present, along with enough gra¬ 
phics and animation to really show 
off just how powerful the Genesis 
really is. So saddle up Pegasus and 
get set for a clash of the titans! 


Phelios is filled with gigantic end- 
level Bosses such as Medusa! 


STEVE 


inc^^lecent 

the^Hrer It 
ir^^Pto a 


MARTIN 

One of the better vertical 
shooters out for the 
Genesis, Phelios ha s very 
good gan^^P^Ml with 
lots of d^EXption. 
Althougb^^P^fcinal in 
chal 

lenging t^^^^xecut- 
ed throughout! 


SUSHI-X 

Great colorful graphics 
that will knock you out of 
your chair! Dazzlin g multi- 
moving a^fl^^^gery 
th^^Tn^H' A 
shooter^^p^^Ehat a 
shooterjMMgREytholo- 
gical sto^^^wltn R-Type 
overtones. Exceptional! 


















17 COMPANIES 
HAVE EARNED 
THE RIGHT TO 
DISPLAY THIS SEAL 









AcTiVisioN 




An action puzzle game. You must 
control blocks in order to pass 
designated points. But be careful to 
avoid deadly enemies as you proceed. 


The Official Sega® Genesis® Seal of 
Quality* It's your assurance that the games 
you buy for the Sega Genesis video 
entertainment system are compatible with 
Genesis and will provide you with high 
standards of quality in action, graphics and 
gameplay as part of the “commitment to 
excellence" that you’ve come to expect 
from your Genesis system. 

And now seventeen renowned software 
companies from around the world have 
joined Sega Genesis in our "commitment 


to excellence" by maintaining our high 
standards in game development with their 
own games for the Sega Genesis system. 

Look for these companies who have 
earned the right to display the Official Sega 
Genesis Seal of Quality. 

i GENESIS’ 

ImTpOB^MMSovth San Francisco. CA 94080 


































TURBO CHAMP 




The perfect game finally 
happened. Combine, a 
perfe^^aice^ML^rue 


termissions, and you get 
the ultimate in this genre. 


The most phenomenal 
RPG ever made. Great 
storylin^^u^volving 
quest k^^^^^Aesting 

to the and 

intermi^^^^^^Rncred- 
ible al^|^^^he best 
soundtrack I've ever 
heard. Best Turbo of year! 


Yes indeed this game is 
good, with an outstanding 
game ad^^^^upport- 

ed by tflpP^Mazing 
sound t^H||^H(plodes 
from major 

mofior^^EI^^Fe game 
is slow for me, but the 
quality is obvious! 


Y's is filled with the widest 
tiFNktion of weapons in a RPG! 


FACT-FILE 

Manufacturer: NEC 
Machine: TurboGrafx 
Cartridge Size: CD-ROM 
Number of Levels: N/A 
Theme: Action/RPG 
Difficulty: Above Avg. 
Number of Players: 1 
Available: Now 


A STORY UNFOLDS... 

Eight hundred years ago, the 
kingdom of Y's was a land of 
peace and prosperity. It was 
ruled by 6 high priests who 
possessed powerful 
magic which came 
from a mysterious stone 


Using this magic the priests 
created a metal called Cleria and 
this brought great riches to the 
kingdom. But one day, a great 
evil came across the land. 
Thinking that it was the Cleria 
which caused the evil, the priests 
buried all of it. Things got worse 
and seeing that they might soon 
die, the priests wrote down the 
history of Y's in 6 books and hid 
them throughout the kingdom. 


Your quest is to return peace 
to the land. But to do this you 
must first, find and collect the 
6 hidden books. Then you 
will have to return the books 
to the temple. Only after 
doing that will you discover 
the true source of the evil 
which has plagued your land 
for centuries. 

Y's plays like any other RPG 
except that it contains two 
separate but sequential 
quests. Talk with the people, 
travel into the country, battle 
with the enemy, accumulate 
gold and experience and buy 
more powerful weapons, 
armor, rings and magic. 

There are complex mazes 
to master and difficult 
bosses to fight. Includes a 
password to save your game. 
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DO YOU PLAY VIDEO GAMES?? 



ELECTRONIC 

GAMING 

MONTHLY 


I want to subscribe to ELECTRONIC 
GAMING MONTHLY for the low price of 
$19.95 for a full year (that’s 12 incredible 
issues for 50% off the cover price). 


NAME 


STATE 


PHONE 


BIRTHDATE 


To order, send the above form, with a check or money order for $19.95 to: 


SENDAI PUBLICATIONS, INC. 

1920 Highland Ave 
Suite 300 - Dept. A 
Lombard, IL 60148 


THEN YOU MUST SUBSCRIBE TO 


Each big issue of 
ELECTRONIC 
GAMING MONTHLY is 
loaded with behind- 
the-scenes info, 
previews of un¬ 
released games, and 
cart reviews that you 
can trust! 


FULL COLOR! 
TIP BOOKLETS! 
PREVIEWS! 
HIGH SCORES! 
CODE CARDS! 
CONTESTS! 
PLUS MUCH, 
MUCH MORE! 


Also get exclusive 
U.S. National Video 
Game Team endorse¬ 
ments, contests, high 
scores, secret code 
trading cards, and tip 
booklets that have all 
the tricks and 
strategies you need to 
amaze your friends 
and play like a pro on 
all the newest games! 

You get all this and 
more in each full color 
issue of ELECTRONIC 
GAMING MONTHLY... 
THE video game 
resource! 















THE SHADOW NINJAS 
HAVE COME... 

Many years ago, as written in the 
ancient scrolls, the Orient was ruled 
by a very powerful tong. The people 
of the kingdom lived in fear as the 
emperor and his followers believed 
only in violence and cared little about 
their subjects. Many times the 
people would band together to 
overthrow the ruler but his forces 
were masters of the ancient art of 
ninjitsu and were more than a match 
for any army. That is until now. You 
also possess that skill and even 
more as you are able to create the il¬ 
lusion of the shadow ninja. Armed 
with these abilities you alone must 
penetrate the enemy's defenses and 
silence the evil ruler once and for all. 


Huge Boss enemies welcome 
you to the end of each level! 


Ninja Spirit is NEC's newest ninja- 
type action game. Set in a side 
view perspective, you must fight 
your way through 7 grueling stages 
of intense action against an army 
of enemy warriors using only your 
wits and your martial arts weapons 
including the katana (sword), shur- 
iken (throwing stars) and the kusar- 
igama (sickle and chain). Begin¬ 
ning in the ruins of an ancient tem¬ 
ple you must search for and gather 
up the various power ups along the 
way. Red capsules add strength 
and distance to your weapons 
while others give you helpful phan¬ 
tom shadow ninjas or inflict dam¬ 
age to all of the enemy on the 


screen or others which give you 
the deadly fire shield. All of your 
weapons will have to be powered 
up when you confront the huge 
and powerful full screen end of 
round bosses. 


Take on the nasty ninjas in a 
side-scrolling adventure! 


STEVE 

ED 

MARTIN 

SUSHI-X 

An amazing game that 
never got the attention 
that it desej^y^he ar¬ 
cades 1 pP^is 
action, a^^u^^ariety 
of wea^Va^^adows 
increa^^^^^Pre avail¬ 
able! Nasty Bosses and 
L good music round it out! 


An excellent cart which 
doesn't skimp on the ac¬ 
tion, grad^^o^riginal 

oriental^HpS»ffi| mo v e s 

are well 

animat^^^^^Fcontrol 
is prec^p^^PF difficulty 
curve is hard enough so 
it's not a walk through. 


Forget Budokan, this is 
true martial arts action. 
Awesorn^^^jons and 
power tense 

ninja ^^ft^^Hellent 
graph i^EW^^phentic 
Japan^^^^PF Great 
game play and cool Boss¬ 
es. Best Turbo card yet. 


Simply the BEST ninja 
game ever! The move- 
mentoyhe nim^^^jjaue 

a - 

0 MB ; 

me^^py the 

first momentGietlost in 
the spirit of battle! 


FACT-FILE 

Manufacturer: NEC 
Machine: TurboGrafx 
Cartridge Size: 4 meg 
Number of Levels: 7 
Theme: Action 
Difficulty: Average 
Number of Players: 1 
Available: October 
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Look out for this level Boss! 
He's small but packs a wallop! 


against evil itself! 
While very different from part one, 
Legendary Axe 2 packs an endless 
supply of attacking action and 
strategy. Flare would be proud! 


Machine: TurboGrafx 16 
Cartridge Size: 2 meg 
Number of Levels: 7 
Theme: Action 
Difficulty: Average 
Number of Players: 1 
Available: October 1990 


The Axe is bach... 

Many eons ago, the world was rul¬ 
ed by an evil king named Drodam. 
He commanded his kingdom as a 
dictator and his people lived in fear 
and despair. One day, a brave 
man took on the king and 
defeated his ruthless ways. Many / 
say it was because his sword had 
magical powers. Years passed and 
the prospered in peace and 
tranquility, until one day the king 
died and left his two sons as heirs to 
the throne. They battled until the 
eldest called on the black magic of 
Drodam to help him take over the 
kingdom! The youngest son was 
banished but in his sorrow he 
discovered the Legendary Royal 
Sword and, armed with this awe- 


The Bosses in Legendary Axe 2 
are more awesome than before! 


some 


name of his father...in the name of 
the good! 

The sequel to the original 
Legendary Axe continues in the 
same action format as the first. 
There are 7 new levels of action and 
adventure, filled with enemies to 
overcome and Bosses to slay. 

You have an axe, ball and chain, 
as well as the Legendary Sword at 
your disposal! You'll need them all 
as you fight your way through dun¬ 
geons, caves, shrines and more in 
search of your evil brother who rules 
as Drodram once did. Pick up 
power-ups and march to the final 


STEVE 

ED 

MARTIN 

SUSHI-X 

This game is only vaguely 
similar to the first Axe 
game. Whil^h^cjion is 

general^B^^^Psame 

mold, th^^^Hro game 
play aren'U^Ktme Axe 1 
knew, a decent 

game with cool graphics, 
but don't expect Axe. 

This just isn’t the same 
game as Legendary Axe. 
While was 

perfect Ji almost very 
respect, tni^ is dark 
and not a^fl|o play. It's 
not bad^^Pit's not the 
true sequel to Legendary 
Axe that 1 was waiting for. 

1 liked Axe 2 alot, the 
game looks and sounds 
great, anc^^^^jiety of 

weapon i is cool. While 
the garr^H^^Ee too 
short ^^Ba^^fcis ex¬ 
ecuted has 

very cool bosses. 1 miss 
the good old power meter. 

This is not a sequel! The 
character looks different, ; 
moves dif^^^^ and 
fights diff^^^P^Pnot a 
bad g^^E^^^s just 
nothing ^^pT^Basting! 
More In^R^Pm than 
Axe, Axe 2 simply borrows 
their ideas. 
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CELEBRATE OUR 1 st ANNIVERSARY! This month only take 10% off any game or accessory in stock 
or $10.00 off any Genesis, Turbografx, Lynx, Nintendo, Atari or Gameboy System until 7-31-90 

THE ULTIMATE GAME CLUB 

Next Time CALL US FIRST & don’t make mistakes ever again. 

And since we ship overnight & match any price, why bother going anywhere else! 

CALL 1-800-TOY-CLUB & Order NOW! 

Here’s Just Some of the Benefits: For a complete listing of Games, Systems & Accessories CALL 1 -203-388-6366 

stock all the games the stores have a all the games they don’t • Preorder any game available over 30 days prior to release and get $5 off. This way 

’ll match any advertised price on any items they have in stock you are guaranteed getting it before it sells out! 

Buy used games for cash or credit a Sell used games at discount prices. • Buyany 12 New Games over anyperiodoftimeagetafreegameof yourchoice. Just 

ship ail orders in stock within 24 hours overnight BPS? save your recei P te * when y° u 9et 12 saved up, send them to us in the mail a pick out 

re lowest prices anywhere! your free game. 3SM 

have a Toll Free # 1 -800-TOY-CLUB to place orders! • We now accept personal checks a company checks with Telecheck, 

offer specials, discounts, contests a prizes + a subscription to our Newsletter This means your order will go out fast. No waiting for your check to clear the bank, 

uring tips, secrets, strategies a more you'll find no where else. Instant aDDroval thru Telecheck. 






























REVIEW CREW 

Throughout the past 15 issues of Electronic Gaming 
Monthly, the four person Review Crew, led by Steve Harris, 
Ed Semrad, Martin Alessi and the mysterious Sushi-X, have 
dished up definitive ratings for dozens of games on all 
systems. Across these pages we present their reviews (as 
well as the EGM issue number for more info) in an effort to 
help you choose the game softs you purchase more wisely. 












CAME 

STEVE 

ED 

MARTIN 

SUSHI-X 

CAME STEVE 

ED 

MARTIN SUSHI-X 

Abadox 

7 

6 

6 

7 

Ninja Gaiden 2 

9 

9 

9 

8 

Adventures of Lolo 

7 

8 

8 

7 

Operation Wolf 

6 

7 

6 

6 

Adventures of Lolo2 

7 

8 

6 

6 

Phantom Fighter 

6 

3 

6 

5 

Airwolf 

a 

4 

4 

4 

P.O.W. 

8 

7 

7 

7 

Al Unser Turbo Racing 

7 

4 

5 

7 

Q*Bert 

7 

3 

4 

4 

Astyanax 

5 

4 

5 

5 

Rad Racer 2 

7 

5 

S 

7 

Bad Dudes 

6 

5 

5 

4 

Rescue Rangers 

7 

9 

7 

8 

Baseball Simulator 

7 

6 

7 

7 

Roadblasters 

8 

7 

7 

7 

Bases Loaded 2 

7 

7 

5 

5 

Rollergames 

6 

6 

5 

6 

Batman 

8 

8 

8 

7 

Rolling Thunder 

8 

7 

6 

8 

Bigfoot 

a 

5 

6 

5 

Sharazade 

5 

6 

6 

5 

Boulder Dash 

5 

6 

6 

7 

Shinobi 

5 

5 

4 

4 

Boy and his Blob, A 

5 

6 

5 

6 

Silkworm 

7 

5 

7 

6 

Burai Fighter 

8 

7 

6 

7 

Sky Shark 

6 

6 

5 

5 

Captain Comic 

a 

4 

4 

4 

Solstice 

7 

8 

7 

8 

Code Name: Viper 

8 

5 

6 

7 

Spot 

7 

8 

7 

8 

Crystalis 

7 

8 

7 

8 

Stealth ATF 

4 

6 

4 

3 

Defender of the Crown 

4 

3 

7 

7 

Strider 

7 

8 

7 

7 

Demon Sword 

5 

6 

7 

6 

Super C 

8 

8 

8 

8 

Double Dragon 2 

7 

9 

8 

8 

Super Dodge Ball 

5 

3 

5 

6 

Dragon Spirit 

7 

5 

6 

7 

Super Mario Bros. 3 

9 

9 

9 

9 

Duck Tales 

8 

9 

8 

7 

Super Off Road 

7 

7 

7 

8 

Fester's Quest 

6 

5 

5 

5 

Swords & Serpents 

4 

7 

4 

7 

Flying Dragon 

4 

5 

4 

5 

Target Renegade 

4 

4 

5 

5 

Friday the 13th 

3 

2 

4 

4 

Tecmo World Wrestling 

6 

7 

6 

7 

Ghostbusters 2 

5 

4 

3 

4 

Tera Cresta 

6 

5 

6 

5 

Godzilla 

5 

5 

6 

5 

Three Stooges 

6 

8 

6 

7 

Guardian Legend, The 

6 

5 

6 

7 

Thunderbirds 

6 

5 

4 

5 

Guerilla War 

7 

7 

6 

7 

Thundercade 

6 

6 

5 

5 

Heavy Barrel 

7 

7 

7 

7 

TMNT 

6 

7 

6 

4 

Hoops 

7 

6 

6 

5 

Total Recall 

3 

3 

3 

2 

Hydlide 

5 

6 

6 

5 

Twin Cobra 

7 

6 

6 

7 

Image Fight 

7 

8 

8 

7 

Wizardry 

4 

7 

3 

3 

Ironsword 

8 

8 

7 

7 

WCW Wrestling 

7 

6 

6 

6 

Journey to Silius 

6 

6 

7 

6 

Wrath of Black Manta 

6 

6 

6 

7 

Kickle Cubicle 

8 

8 

7 

9 

Xexyz 

7 

7 

6 

6 

Klax 

7 

6 

7 

7 

720 Degrees 

3 

4 

4 

3 

Low-G-Man 

6 

8 

6 

5 

8 Eyes 

6 

6 

5 

6 

Mafat Conspiracy 

7 

9 

7 

7 






Mappy-land 

7 

4 

6 

6 






Mechanized Attack 

4 

7 

3 

3 






Mega Man 2 

8 

8 

8 

8 






NARC 

7 

6 

7 

8 






Nightmare on Elm St. 

6 

4 

4 

5 










CAME 


SEGA MASTER SYSTEM 

CAME STEVE ED MARTIN SUSHI-X 


Alex Kidd Hi-Tech World 

5 

7 

7 

7 

King's Quest 

4 

7 

6 

7 

Captain Silver 

4 

4 

6 

4 

Psycho Fox 

7 

7 

7 

7 

Cloud Master 

4 

4 

4 

4 

Rastan 

6 

6 

6 

6 

Columns 

5 

6 

5 

6 

Reggie Jackson Baseball 

7 

7 

7 

6 

Dead Angle 

6 

5 

6 

6 

Scramble Spirits 

3 

4 

5 

4 

Dynamite Dux 

3 

3 

4 

3 

Spellcaster 

7 

6 

6 

S 

ESWAT 

4 

5 

6 

5 

Super Monaco GP 

4 

6 

5 

4 

Galaxy Force 

6 

7 

5 

5 

Ultima 4 

5 

8 

8 

7 

Golden Axe 

8 

8 

7 

8 






SEGA GENESIS SYSTEM 






CAME 

STEVE 

ED 

MARTIN SUSHI-X 

CAME 

STEVE 

ED 

MARTIN 

SUSHI-X 

Afterburner 2 

8 

9 

8 

8 

Phantasy Star 2 

7 

9 

8 

8 

Air Diver 

V 

7 

6 

7 

Rambo 3 

7 

6 

7 

6 

Budokan 

3 

3 

4 

5 

Revenge of Shinobi 

8 

8 

9 

9 

Curse 

8 

7 

7 

7 

Shove It 

4 

3 

3 

3 

Cyberball 

6 

7 

6 

8 

Space Harrier 2 

6 

6 

8 

7 

Forgotten Worlds 

8 

8 

8 

8 

Super Hydiide 

4 

6 

4 

6 

Ghouls And Ghosts 

9 

9 

9 

9 

Super Thunder Blade 

5 

6 

5 

8 

Golden Axe 

7 

7 

8 

7 

Target Earth 

6 

7 

6 

5 

Herzog Zwei 

4 

6 

4 

3 

Thunder Force 2 

8 

8 

7 

8 

Last Battle 

6 

7 

6 

5 

Tommy Lasorda Baseball 

8 

8 

7 

7 

Moonwalker 

7 

7 

7 

7 

Truxton 

6 

7 

7 

5 

Mystic Defender 

8 

5 

7 

8 

Zoom 

3 

3 

4 

3 


NEC TURBOCRAFX SYSTEM 


CAME 

STEVE 

ED 

MARTIN SUSHI-X 

CAME STEVE 

ED 

MARTIN 

SUSHI-X 

Blazing Lazers 

7 

6 

9 

9 

Galaga '90 8 

5 

7 

7 

Bloody Wolf 

7 

7 

8 

8 

J. J. and Jeff 8 

8 

7 

7 

Bonk's Adventure 

7 

8 

7 

8 

Legendary Axe 9 

8 

8 

8 

China Warrior 

4 

4 

5 

S 

Military Madness 9 

8 

7 

7 

Crater Maze 

4 

4 

5 

3 

Neutopia 7 

6 

7 

8 

Cyber Core 

7 

8 

7 

6 

Ordyne 4 

4 

7 

3 

Deep Blue 

4 

4 

4 

3 

Psychosis 8 

8 

8 

8 

Devil's Crush 

5 

7 

7 

8 

Space Harrier 7 

5 

6 

5 

Double Dungeons 

4 

6 

6 

5 

Splatterhouse 8 

8 

8 

8 

Dragon Spirit 

7 

6 

7 

7 

Takin' it to the Hoop 6 

8 

6 

6 

Dungeon Explorer 

7 

7 

7 

7 

Victory Run 6 

8 

7 

8 

Final Lap Twin 

7 

7 

4 

6 

Vigilante 7 

5 

6 

6 

NINTENDO GAMEBOY SYSTEM 




CAME 

STEVE 

ED 

MARTIN SUSHI-X 

CAME STEVE 

ED 

MARTIN 

SUSHI-X 

Alleyway 

6 

3 

6 

5 

Kwirk 6 

3 

5 

6 

Baseball 

4 

7 

7 

7 

Motocross Maniacs 7 

8 

8 

7 

Batman 

8 

8 

8 

7 

Revenge of the Gator 6 

6 

7 

6 

Boxxle 

7 

7 

6 

5 

Shanghai 6 

3 

6 

5 

Castlevania 

8 

8 

8 

7 

Space Invaders 5 

2 

3 

4 

Double Dragon 

7 

7 

7 

7 

Spiderman 8 

7 

7 

7 

Flippul 

7 

8 

6 

7 

Super Mario Land 8 

8 

7 

8 

Golf 

7 

8 

7 

8 

Tetris 8 

8 

8 

7 

Hyper Lode Runner 

3 

3 

4 

3 

Wizards & Warriors 10 7 

7 

7 

7 

ATARI LYNX 








CAME 

STEVE 

ED 


W SUSHI-X 

CAME STEVE 

ED 

MARTIN 

SUSHI-X 

Blue Lightning 

8 

7 

8 

8 

Klax 9 

8 

8 

8 

Chip's Challenge 

7 

7 

8 

6 

Slime World 5 

6 

7 

8 

Gauntlet 3 

7 

7 

8 

6 

Xenophobe 5 

6 

7 

6 


85 



TOP SCORE CLUB 

VIDEO GAME 
HIGH SCORES 

Effectiue august, 1990 


Came of the Month High Scores!! 


This Month's Game... 

Super 'C' 

1 . David Wright 


2. Chad Zenetzke 2, 

3. Sean Fillner 2, 

4. Cory Kivel 1, 

5. Tom Watson 1, 

Came 

Abadox 
After Burner 
Bad Dudes 
Batman 
Burai Fighter 
Contra 

Double Dragon 
Double Dragon 2 


189,540 

,083,900 

,461,280 

,132,290 


t 

t 

x 

i 


9 , 999,9 

San Antonio, TX 
Kansas City, MO 
Lewiston, Ml 
El Paso, TX 

Player 

Mike Miller 



Ironsword 

Karnov 

Marble Madness 
Mega Man 
Ninja Gai Den 
Ninja Gai Den 2 
P.O.W. 

Rad Racer 


Road Blasters 
Robowarrior 
Rolling Thunder 
Sky Shark 
Silkworm 

Super Mario Bros. 3 
Tetris 
TMNT 


score 

88,000 

14,335,970 

699,990 

6,502,300 

100,000 

6,553,500 

236,130 

399,680 

9.646.700 
229,850 
534,500 
76,800 

9.999.700 


701,800 

92,100 

1,043,570 


307,879 

2,184,100 


Send Scores For... 

Batman 

nn entries by Nov. 30 


Jeff Yonan 
Jad Funk 
Jeff Adkins 
Target Score 
Josh Winter 
Josh Winter 
Chris Hoffman 
David Wright 
Jim Allee 
Ralph Mendes 
Steve Ryno 
Jason Sinclair 
Josh Winter 
Scott Trentman 
David Wright 
David Wright 
Leslie Ford 
Ralph Balbagallo 
Donn Nauert 
Ray Severence 
Jeff Yonan 
Donn Nauert 
Sergio Stugal 
Dean Enser 
Chris Hoffman 


WIN BIG 

WITH 

ECMH 

Now you can show off 
your game playing 
skills with your very 
own U.S. National Video 
Game Team jackets and 
T-Shirts. Each month 
the top score on our 
Game of the Month will 
be awarded a Team 
jacket and a cart of 
your choice. Four 
runners-up will receive 
official Team T-Shirts! 
Get your high scores in 
today! 


Rules - All scores on Cyber Core must be received by November 30, 1990. If maximum scores are reached, the first five 
entries will be awarded prizes. All scores must be submitted on official Team entry forms an accompany a legible photo. Void 
where prohibited. Send SASE to High Scores, 1920 Highland Ave., Suite 300, Lombard, II 60148 for an official entry form. 



CALL 1-708-916-3147 For Up-tO-the 
Minute High Score Rankings!! 





Came 

Score 

Player 

After Burner 

9,704,000 

Jeff Yonan 

Altered Beast 

234,400 

Alex Stamos 

Double Dragon 

610,370 

Brian Gaudreault 

Missile Defense 3-D 

659,000 

Joe Tadder 

Out Run 

55,626,340 

Dan Lee 

Rampage 

744,865 

Max Rockafellow 

Rastan 

2,828,800 

Brian GauDreault 

R-Type 

1,128,500 

Brian GauDreault 

Shinobi 

940,100 

Brian Herrmann 

Space Harrier 

7,266,990 

Bill Day 

Thunder Blade 

3,054,000 

Bob McGuire 

Time Soldiers 

7,437,700 

Rob Siegmann 

came 

Score 

Player 

Alien Crush 

999,999,900 

Barry Bowman 

Blazing Lazers 

23,457,020 

Brandon Fish 

Bonk's Adventure 

251,220 

Dave Adams 

Cyber Core 

911,700 

Jeff Yonan 

Dragon Spirit 

464,900 

Steve Ports 

Fantasy Zone 

98.265,100 

Brandon Fish 

Fighting Street 

547,600 

Sergio Strugar 

Galaga '90 

1,504,140 

Jeff Yonan 

Legendary Axe 

4,246,450 

Brandon Fish 

Monster Lair 

378,600 

Mark Discordia 

Side Arms 

3,848,600 

Mark Discordia 

Victory Run 

18 min. 44.16 sec. 

Jerry Tischler 

Came 

Score 

Player 

After Burner 2 

13,089,580 

Jeff Yonan 

Altered Beast 

4,682,500 

Lee Venteicher 

Air Diver 

21,946,300 

Corey Miller 

Curse 

10,560,300 

Jeff Yonan 

Forgotten Worlds 

1,694,100 

Tony DeSilvy 

Ghouls and Ghosts 

1,559,700 

Glenn Stockwell 

Ghostbusters 

11,326,000 

Jonathan Paleologos 

Revenge of Shinobi 

2,953,600 

Jean Smith 

Target Earth 

9,637,075 

Eric Eisenberg 

Thunder Force 3 

5,397,300 

Martin Alessi 

Truxton 

3,331,050 

Tony DeSilvy 

Came 

Score 

Player 

1943 

2,947,360 

Brian Chapel 

After Burner 

68,588,000 

November Kelly 

APB 

1,002,324 

Greg Gibson 

Diner (PIN) 

89,220,000 

Steve Ryno 

Double Dragon 

130,900 

Brian Chapel 

Hard Drivin' 

529,800 

Jerry Landers 

Klax 

3,205,000 

Leong Su Chin 

Operation Wolf 

212,350 

Mark Twitty 

Smash TV 

12,624,000 (1 Play) 

Greg Gibson 

Super Contra 

10,640,310 

Martin Alessi 


Send Your 
High Scores 
to the Pros 
at the U.S. 
National 
Video Came 
ream and 
Win vour Bid 
at video 
immortality! 
Enter Our 
Competition 
and Send 
Your Scores 
to the Mag 
that Ranks 
the Best 
Players in 
the world! 


CALL THE U.S. NATIONAL VIDEO CAME TEAM 
TODAY FOR YOUR "TOP lOO " RANKING ON EVERY 
CAME (BOTH HOME AND ARCADES) EVER MADE! 





CAME OVER! 




























The Ultimate ALL-SEGA Magazine! 


Finally, a magazine made 
exclusively for owners of the 
Sega Master System and 
Sega Genesis! Introducing 
Mega Play, the first full-color 
publication with all the tips, 
tricks, reviews, and pre¬ 
views a Sega fan could ever 
want! Each quarterly issue 
of Mega Play is packed with 
behind the scenes info and 
photo-spreads of the latest 
8-Bit and 16-Bit sensations. 
And since it’s from the edi¬ 
tors of EGM, you know Mega 
Play is a magazine you can 
trust! . To get the most out 
of your Sega system, you 
NEED Mega Play! 



r " 
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a 
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TIPS, TRICKS, AND SECRET 
STRATEGIES ON YOUR 
FAVORITE NEW GAMES! 

plus GAME MAPS, NEW INFO, 
GOSSIP, HIGH SCORES and more 
for your SMS and GENESIS! 


HONEST MULTI-REVIEWS BY 
FOUR TOP PLAYERS! 

FIRST-LOOKS AND PREVIEWS 
OF NEW MASTER SYSTEM 
AND GENESIS GAMES! 



mm 



I WANT MEGA PLAY! 

Please start my introductory subscription to MEGA PLAY - 
the ALL-SEGA GENESIS and MASTER SYSTEM magazine! 


Name 


Address 


City_State_Zip_ 

Please include $9.95 for your subscription and mail to: 

Sendai Pub., 1920 Highland, Suite 300, Lombard, IL 60148 














WamingiTheFol! 

ChillStDizzinessAnd 




Lots of games are available on compact 
cartridges, with more being developed as 
we sneak. 


Gantlet*: Smash arcade hit. The 
enchanted Star Gem has crashed to 
earth. Capture it from evil creatures 
before they use its magical strength 
to destroy man. 1 to 4 players. 


HueUghtniigFly a top secret combat jet 
while avoiding missiles, ice fields, canyon 
walls and the dark of night. 


headset into the Lynx for ] 
more realistic 


*, 4* tori bgoi LYNX™ and HKWxnp™ m tndemaitao 














owingMay Cause 
Shortness Of Breath 



ElectrocopRescue the kidnapped 
daughter of the president. Invade the 
Steel Complex where dangerous robot 
traps protect the Criminal Brain. 




WAX ": The latest 
arcade mega-hit from 
Atari Games. You must 
form “Klax” from 
colored tiles tumbling 
down the conveyor 
belt. 100 levels. 


Challenge : 

Help Chip 
through 144 
levels without 
getting nailed by 
cherry bombs, water - 
traps, and hundreds of 
other hazards. . 


The Lynx portable game system is every bit as good 
as home systems. 

It has great color and sharpness like a big screen TV. 

It has deep levels of play on popular and new games. 

And on some games, you will be able to link up to 
eight Lynxes so everybody can play together. 

It’s enough to give you chills. 

And make our competitors sick. 

It’s available at all major toy and electronic retailers. 
Call 1-800-443-8020 for 
the dealer nearest you. 












■ '' * 

Don't let Kickle's "nice guy" image fool you. 
He's really the hot new hero in this relentless 
strategy-action game on NES™ He plays it cool 
while blowing away the bad guys with lethal 
kicks and blizzard breath. 

Discover why Nintendo® Game Counselors 
rated Kickle Cubicle so highly. "Icin' on the cake" 
game-play features include: 

■ Numerous obstacles and traps in over 100 
maze-like courses that send shivers of excite¬ 
ment up and down the spine. 

■ Increasingly difficult levels which make Kickle 
Cubicle impossible to put down. 


With titles 
ranging from 
Kid Nik?" and 
Kung Fu Master" 
to R-Type • and 
Image Fight" 
you've probably 
played Irem 
America games 
before. Now 
chill out as 
Kickle Cubicle 
heats up 


©1990 Irem America Corp. TM and 9 
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